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Description

TECHNICAL FIELD

[0001] The present invention relates to a network
game system, a control method of network game system,
a game device, a control method of game device, a pro-
gram, and an information storage medium.

BACKGROUND ART

[0002] A network game system, which executes a net-
work game in which a plurality of users participate
through a communication network, is known. For exam-
ple, network game systems, in which a plurality of users
compete in a soccer game or a mah-jong game through
a communication network, are known.

[Patent Document 1] JP 2005-137812 A

[0003] US 6 026 079 A discloses a modem to support
multiple site call conference data communications. Each
client computer has a modem and client software for op-
erating the modem and otherwise managing communi-
cation between the client computer and other client com-
puters. When an on-line session is to be established be-
tween any group of client computers, three or more mod-
ulation bands are made available to the client computers.
One of the modulation bands is selected for each of the
client computers as a modulation band for data transmis-
sion, with each client computer having a unique modu-
lation band for data transmission. Each of the client com-
puters utilizes the remaining modulation bands as poten-
tial receiving bands. During the on-line communication
session, each client computer transmits data using the
unique modulation band assigned thereto and receives
incoming data using any of the remaining modulation
bands. → page 1 a
These bandwidth allocation techniques enable simulta-
neously data transmission between the client computers
and, in one implementation, can be used to support video
games that are played among remote players.
[0004] WO 2007/058089 A discloses a network game
system for providing a game played by players of game
machines by operating at least one of the game machines
as a server. The game machine to serve as a server can
be adequately selected. A measuring unit of each of the
game machines measures the time required to transmit/
receive predetermined data between the game machine
and another game machine of the game machines. A
server determining unit determines at least one of the
game machines as the game machine to serve as a serv-
er according to the results of the measurement by the
measuring units of the game machines.

DISCLOSURE OF THE INVENTION

Problems to be Solved by the Invention

[0005] In the above-described network game system,
a user may sometimes end the competition partway
through the competition by disconnecting the power sup-
ply or communication connection of the user’s game de-
vice during the competition, for the user’s own reasons.
For example, a user who is about to lose in the compe-
tition may intentionally disconnect the power supply or
communication connection of the user’s game device
during competition, to end the competition in the middle.
With such user behavior, the interest of the network game
may be lost.
[0006] The present invention was conceived in view of
the above-described circumstances, and an advantage
of the present invention is that a network game system,
a control method of a network game system, a game
device, a control method of a game device, a program,
and an information storage medium are provided which
can inhibit the user from disconnecting the power supply
or communication connection of the user’s game device
during competition for the user’s own reasons.

Means for Solving the Problems

[0007] In order to solve at least the problem described
above, according to one aspect of the present invention,
there is provided a network game system which executes
a network game in which a plurality of users compete
through a communication network, the network game
system comprising game status data storage means for
storing game status data which indicates a game status
of the network game, condition storage means for storing
a plurality of game status conditions related to the game
status, condition judging means for judging, based on
the game status data stored in the game status data stor-
age means, whether or not the game status satisfies each
of the plurality of game status conditions stored in the
condition storage means, partway-end judging means for
judging whether or not the competition has ended part-
way through the competition, and predetermined process
executing means for executing, in a case where the com-
petition has ended partway through the competition, a
predetermined process based on a judgment result of
whether or not the game status at the time when the
competition has ended partway through the competition
satisfies each of the plurality of game status conditions
stored in the condition storage means.
[0008] According to another aspect of the present in-
vention, there is provided a method of controlling a net-
work game system which executes a network game in
which a plurality of users compete through a communi-
cation network, the method comprising a step in which
stored content of game status data storage means for
storing game status data which indicates a game status
of the network game is read, a step in which stored con-
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tent of condition storage means for storing a plurality of
game status conditions related to the game status is read,
a condition judging step in which it is judged, based on
the game status data stored in the game status data stor-
age means, whether or not the game status satisfies each
of the plurality of game status conditions stored in the
condition storage means, a partway-end judging step in
which it is judged whether or not the competition has
ended partway through the competition, and a predeter-
mined process executing step in which a predetermined
process is executed, in a case where the competition has
ended partway through the competition, based on a judg-
ment result of whether or not the game status at the time
when the competition has ended partway through the
competition satisfies each of the plurality of game status
conditions stored in the condition storage means.
[0009] According to another aspect of the present in-
vention, there is provided a program for causing a com-
puter to function as a network game system which exe-
cutes a network game in which a plurality of users com-
pete through a communication network, and the program
further causing the computer to function as means for
reading stored content of game status data storage
means for storing game status data which indicates a
game status of the network game, means for reading
stored content of condition storage means for storing a
plurality of game status conditions related to the game
status, condition judging means for judging, based on
the game status data stored in the game status data stor-
age means, whether or not the game status satisfies each
of the plurality of game status conditions stored in the
condition storage means, partway-end judging means for
judging whether or not the competition has ended part-
way through the competition, and predetermined process
executing means for executing, in a case where the com-
petition has ended partway through the competition, a
predetermined process based on a judgment result of
whether or not the game status at the time when the
competition has ended partway through the competition
satisfies each of the plurality of game status conditions
stored in the condition storage means.
[0010] According to another aspect of the present in-
vention, there is provided a game device which is includ-
ed as one of a plurality of game devices in a "network
game system which includes a plurality of game devices
and which executes a network game in which users of
the plurality of game devices compete through a com-
munication network", the game device comprising game
status data storage means for storing game status data
which indicates a game status of the network game, con-
dition storage means for storing a plurality of game status
conditions related to the game status, condition judging
means for judging, based on the game status data stored
in the game status data storage means, whether or not
the game status satisfies each of the plurality of game
status conditions stored in the condition storage means,
partway-end judging means for judging whether or not
the competition has ended partway through the compe-

tition, and predetermined process executing means for
executing, in a case where the competition has ended
partway through the competition, a predetermined proc-
ess based on a judgment result of whether or not the
game status at the time when the competition has ended
partway through the competition satisfies each of the plu-
rality of game status conditions stored in the condition
storage means.
[0011] According to another aspect of the present in-
vention, there is provided a method of controlling a game
device which is included as one of a plurality of game
devices in a "network game system which includes a plu-
rality of game devices and which executes a network
game in which users of the plurality of game devices com-
pete through a communication network", the method
comprising a step in which stored content of game status
data storage means for storing game status data which
indicates a game status of the network game is read, a
step in which stored content of condition storage means
for storing a plurality of game status conditions related
to the game status is read, a condition judging step in
which it is judged, based on the game status data stored
in the game status data storage means, whether or not
the game status satisfies each of the plurality of game
status conditions stored in the condition storage means,
a partway-end judging step in which it is judged whether
or not the competition has ended partway through the
competition, and a predetermined process executing
step in which a predetermined process is executed, in a
case where the competition has ended partway through
the competition, based on a judgment result of whether
or not the game status at the time when the competition
has ended partway through the competition satisfies
each of the plurality of game status conditions stored in
the condition storage means.
[0012] According to another aspect of the present in-
vention, there is provided a program for causing a com-
puter such as a consumer game device, a portable game
device, a portable phone, a personal digital assistant
(PDA), and a personal computer to function as a game
device included as one of a plurality of game devices in
"a network game system which includes a plurality of
game devices and which executes a network game in
which users of the plurality of game devices compete
through a communication network", and the program for
causing the computer to function as means for reading
stored content of game status data storage means for
storing game status data which indicates a game status
of the network game, means for reading stored content
of condition storage means for storing a plurality of game
status conditions related to the game status, condition
judging means for judging, based on the game status
data stored in the game status data storage means,
whether or not the game status satisfies each of the plu-
rality of game status conditions stored in the condition
storage means, partway-end judging means for judging
whether or not the competition has ended partway
through the competition, and predetermined process ex-
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ecuting means for executing, in a case where the com-
petition has ended partway through the competition, a
predetermined process based on a judgment result of
whether or not the game status at the time when the
competition has ended partway through the competition
satisfies each of the plurality of game status conditions
stored in the condition storage means.
[0013] According to another aspect of the present in-
vention, there is provided a computer-readable informa-
tion storage medium which stores the above program.
According to another aspect of the present invention,
there is provided a program distribution device which
comprises an information storage medium which stores
the above program, which reads the above program from
the information storage medium, and which distributes
the above program. According to another aspect of the
present invention, there is provided a program distribut-
ing method in which the above program is read from an
information storage medium which stores the above pro-
gram and distributed.
[0014] The present invention relates to a network
game system which executes a network game in which
a plurality of users compete through a communication
network. In the present invention, game status data which
indicates a game status of the network game is stored.
In addition, a plurality of game status conditions related
to the game status are stored. Based on the game status
data, it is judged whether or not the game status satisfies
each of the plurality of game status conditions. Moreover,
in the present invention, it is judged whether or not the
competition has ended partway through the competition.
In a case where the competition has ended partway
through the competition, a predetermined process is ex-
ecuted based on a judgment result of whether or not the
game status at the time when the competition has ended
partway through the competition satisfies each of the plu-
rality of game status conditions. According to the present
invention, it is possible to inhibit the user from discon-
necting the power supply and communication connection
of the user’s game device during the competition for the
user’ s own reasons.
[0015] According to another aspect of the present in-
vention, the network game system may comprise numer-
ical value acquiring means for acquiring a numerical val-
ue corresponding to the judgment result by the condition
judging means, and comparing means for comparing,
with a predetermined reference value, the numerical val-
ue corresponding to the judgment result of whether or
not the game status at the time when the competition has
ended partway through the competition satisfies each of
the plurality of game status conditions stored in the con-
dition storage means. The predetermined process exe-
cuting means may execute the predetermined process
based on a comparison result by the comparing means
in the case where the competition has ended partway
through the competition.
[0016] According to another aspect of the present in-
vention, the network game system may comprise base

numerical value storage means for storing a base nu-
merical value in correspondence with each of the plurality
of game status conditions stored in the condition storage
means. The numerical value acquiring means may ac-
quire the numerical value by executing a predetermined
calculation process based on the base numerical value
stored in correspondence with the game status condition
satisfied by the game status among the plurality of game
status conditions stored in the condition storage means.
[0017] According to another aspect of the present in-
vention, the condition judging means may judge, in a case
where the game status data stored in the game status
data storage means is updated, whether or not the game
status indicated by the game status data satisfies each
of the plurality of game status conditions stored in the
condition storage means. The numerical value acquiring
means may acquire, in a case where the judgment by
the condition judgment means is executed, the numerical
value corresponding to the judgment result. The compar-
ing means may compare, in a case where the numerical
value acquiring means acquires the numerical value, the
numerical value with the predetermined reference value,
and store the comparison result in non-volatile storage
means. The predetermined process executing means
may execute the predetermined process based on the
comparison result stored in the non-volatile storage
means in the case where the competition has ended part-
way through the competition.
[0018] According to another aspect of the present in-
vention, the condition judging means may judge, in a case
where the game status data stored in the game status
data storage means is updated, whether or not the game
status indicated by the game status data satisfies each
of the plurality of game status conditions stored in the
condition storage means. The numerical value acquiring
means may acquire, in a case where the judgment by
the condition judging means is executed, the numerical
value corresponding to the judgment result, and store
the numerical value in non-volatile storage means. The
comparing means may compare, in the case where the
competition has ended partway through the competition,
the numerical value stored in the non-volatile storage
means with the predetermined reference value.
[0019] According to another aspect of the present in-
vention, the condition judging means may judge, in a case
where the game status data stored in the game status
data storage means is updated, whether or not the game
status indicated by the game status data satisfies each
of the plurality of game status conditions stored in the
condition storage means, and store the judgment result
in non-volatile storage means. The numerical value ac-
quiring means may acquire, in the case where the com-
petition has ended partway through the competition, the
numerical value corresponding to the judgment result
stored in the non-volatile storage means.
[0020] According to another aspect of the present in-
vention, the game status data storage means may be
non-volatile storage means. The condition judging
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means may judge, in the case where the competition has
ended partway through the competition, whether or not
the game status indicated by the game status data stored
in the game status data storage means satisfies each of
the plurality of game status conditions stored in the con-
dition storage means.
[0021] According to another aspect of the present in-
vention, the predetermined process may include at least
one of a process to output a predetermined message to
at least one of the plurality of users, and a process to
restrict competition by at least one of the plurality of users.
[0022] According to another aspect of the present in-
vention, the network game system may comprise total
competition record storage means for storing a total com-
petition record of each of the plurality of users. The pre-
determined process may include a process to update the
total competition record of at least one of the plurality of
users.

BRIEF DESCRIPTION OF THE DRAWINGS

[0023]

FIG. 1 is a diagram showing an overall structure of
a network game system according to an embodiment
of the present invention.
FIG. 2 is a diagram showing a hardware structure of
a network game management device.
FIG. 3 is a diagram showing a hardware structure of
a game device.
FIG. 4 is a diagram showing a flow of a competitive
soccer game.
FIG. 5 is a diagram showing an example of a menu
screen.
FIG. 6 is a diagram showing an example of a com-
petition opponent guiding screen.
FIG. 7 is a diagram showing an example of a virtual
three-dimensional space.
FIG. 8 is a diagram showing an example of game
status data.
FIG. 9 is a diagram showing an example of a match
result screen.
FIG. 10 is a functional block diagram of a network
game system according to the embodiment of the
present invention.
FIG. 11 is a diagram showing an example of total
competition record data.
FIG. 12 is a diagram showing an example of com-
petition history data.
FIG. 13 is a diagram showing an example of condi-
tion data.
FIG. 14 is a diagram showing an example of condi-
tion data.
FIG. 15 is a diagram showing an example of a menu
screen.
FIG. 16 is a flowchart showing a process which is
executed during when the competition opponent
guiding screen is displayed.

FIG. 17 is a diagram for explaining a process exe-
cuted at every predetermined period during a match.
FIG. 18 is a flowchart showing a process executed
during when a menu screen is displayed.
FIG. 19 is a diagram showing an example of data
stored in a game card.
FIG. 20 is a diagram showing an example of judg-
ment result data.

BEST MODE FOR CARRYING OUT THE INVENTION

[0024] An embodiment of the present invention will
now be described in detail with reference to the drawings.
[0025] FIG. 1 is a diagram showing an overall structure
of a network game system according to the embodiment
of the present invention. As shown in FIG. 1, a network
game system 10 comprises a network game manage-
ment device 20 and a plurality of game devices 30. The
network game management device 20 and the plurality
of game devices 30 are connected to a communication
network 12. Because of this structure, data can be mu-
tually exchanged between the network game manage-
ment device 20 and the game devices 30. In addition,
data can also be mutually exchanged between the game
device 30 and other game devices 30. The communica-
tion network 12 comprises, for example, the Internet.
[0026] The network game management device 20 is
realized with a well-known server computer system. FIG.
2 is a diagram showing a hardware structure of the net-
work game management device 20. As shown in FIG. 2,
the network game management device 20 comprises a
controlling unit 21, a main memory 22, an auxiliary stor-
age 23, an optical disc reading unit 24, and a communi-
cation interface 25.
[0027] The controlling unit 21 is, for example, a micro-
processor, and executes various information processes
according to an operating system and other programs
which are read into the main memory 22. The main mem-
ory 22 comprises, for example, a RAM. The main memory
22 stores a program and data which are read from the
auxiliary storage 23 or an optical disc (information stor-
age medium). The main memory 22 is also used as a
work memory for storing various data necessary during
the process. The auxiliary storage 23 comprises, for ex-
ample, a non-volatile storage medium such as a hard
disk drive. The optical disc reading unit 24 reads the pro-
gram and data stored on an optical disc. The optical disc
is, for example, a DVD (Registered Trademark) -ROM,
CD-ROM, or the like. The communication interface 25 is
an interface for connecting the network game manage-
ment device 20 to the communication network 12.
[0028] The game device 30 is realized with, for exam-
ple, a portable game device, a consumer game device,
a portable phone, a personal digital assistant (PDA), or
a personal computer. Here, an example configuration is
described in which the game device 30 is realized with
a portable game device. FIG. 3 is a diagram showing a
hardware structure of the game device 30. As shown in

7 8 



EP 2 191 879 B1

6

5

10

15

20

25

30

35

40

45

50

55

FIG. 3, the game device 30 comprises a controlling unit
31, a main memory 32, a card slot 33, a game card 34,
a communication interface 35, an operation inputting unit
36, a display unit 37, and a sound outputting unit 38.
[0029] The controlling unit 31 is, for example, a micro-
processor, and executes various information processes
according to an operating system and other programs
which are read into the main memory 32. The main mem-
ory 32 comprises, for example, a RAM. The main memory
32 stores a program and data which are read from the
game card 34 (information storage medium). The main
memory 32 is also used as a work memory for storing
various data necessary during the process. The card slot
33 reads the program and data stored in the game card
34. The game card 34 comprises, for example, a ROM
storing game program and game data and an EEPROM
(non-volatilestorage) for storing save data or the like. The
communication interface 35 is an interface for connecting
the game device 30 to the communication network 12.
The game device 30 may include an auxiliary storage
unit (non-volatile storage) such as, for example, a hard
disk drive.
[0030] The operation inputting unit 36 is a unit for al-
lowing a user to input an operation. The operation input-
ting unit 36 is, for example, an operation button, a touch
panel, etc. The display unit 37 displays a screen accord-
ing to an instruction of the controlling unit 31. The display
unit 37 is, for example, a liquid crystal display panel. The
sound outputting unit 38 outputs various sound data such
as a game music, a game sound effect, and a message
which are read from the game card 34, according to an
instruction of the controlling unit 31. The sound outputting
unit 38 is, for example, a speaker or a head phone.
[0031] Alternatively, the network game management
device 20 may include a memory card slot. With such a
structure, the program and data may be supplied through
a memory card to the network game management device
20. Alternatively, the game device 30 may include an
optical disc reading unit. With such a structure, the pro-
gram and data may be supplied through the optical disc
to the game device 30. Alternatively, the program and
data may be supplied from a remote location through the
communication network 12 to the network game man-
agement device 20 or the game device 30.
[0032] In the network game system 10 having the
above-described structure, the user can enj oy a game
through the communication network 12 with other users
in remote locations. For example, the user can enjoy a
competitive soccer game through the communication
network 12 with another user at a remote location (here-
inafter referred to as "competition opponent").
[0033] FIG. 4 shows a flow of a competitive soccer
game. First, a user accesses the network game manage-
ment device 20 from the game device 30, and logs in the
network game system 10. When the log-in to the network
game system 10 is completed, first, a menu screen is
displayed (S101). FIG. 5 shows an example of a menu
screen. A menu screen 40 shown in FIG. 5 comprises a

total competition record button 41, a team setting button
42, and a competition request button 43. When the user
instructs the total competition record button 4 1, a total
competition record screen indicating the past competition
record of the user is displayed. The past competition
record of the user is stored in the game card 34 (refer to
FIGs. 11 and 12 to be described later).
[0034] The team setting button 42 is a button for dis-
playing a team setting screen for allowing a user to create
team data of the user. The user must create the user’s
team data in advance, prior to the competition. When the
user instructs the team setting button 42, a team setting
screen is displayed. In the team setting screen, the user
selects a desired team from among a plurality of teams
which are prepared in advance. The user sets starter
players, a formation, etc. of the team. The team data thus
created by the user is stored in the game card 34.
[0035] A user who desires a competition operates the
competition request button 43. When the competition re-
quest button 43 is operated, competition request data is
transmitted to the network game management device 20
(S102). In this process, the user data which is stored in
the game card 34 in advance is read and is transmitted
to the network game management device 20 along with
the competition request data. The "user data" include,
for example, a name of the user, an IP address of the
game device 30 of the user, team data of the user, etc.
When the network game management device 20 re-
ceives the user data along with the competition request
data from the game device 30, the network game man-
agement device 20 stores the user data in the auxiliary
storage 23.
[0036] The network game management device 20 re-
ceiving the competition request data automatically deter-
mines a competition opponent from among the other us-
ers requesting a competition. For example, in a case
where a user B is determined as a competition opponent
of a user A, the network game management device 20
reads the data of the user B (such as the user name, IP
address, team data, or the like) from the auxiliary storage
23 and transmits the data to the game device 30 of the
user A. The network game management device 20 also
reads the data of the user A from the auxiliary storage
23 and transmits the data to the game device 30 of the
user B. The game devices 30 store the data of the com-
petition opponent in the main memory 32. From this point
on, data are exchanged between the game devices 30
based on the data of the competition opponent (IP ad-
dress).
[0037] In a case where the game device 30 receives
the data of the competition opponent, the game device
30 displays a competition opponent guiding screen
(S103). FIG. 6 shows an example of a competition op-
ponent guiding screen. A competition opponent guiding
screen 45 shown in FIG. 6 comprises a competition op-
ponent information field 46 and a competition opponent
message field 47. Information of the competition oppo-
nent is displayed in the competition opponent information
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field 46. During the display of the competition opponent
guiding screen 45, the user inputs a message to the com-
petition opponent. The message which is input by the
user is transmitted to the game device 30 of the compe-
tition opponent. A message from the competition oppo-
nent is displayed in the competition opponent message
field 47.
[0038] After the message from the competition oppo-
nent is displayed on the competition opponent guiding
screen 45, the match is started (S104) . The match is
completed at a time after a match time, which includes
a predetermined base match time and an extended
match time (injury time) determined according to the
progress of the match, has elapsed. If the scores of the
teams are tied at the time when the match time has
elapsed, the match may be completed as a tie or may be
completed after the win and loss are determined by a
penalty shoot-out. In the present specification, the com-
pletion of the match after the match is continued to the
end without ending partway through the competition will
be described as a "normal completion of a match". In
other words, the completion of the match after the match
time has elapsed and the completion of the match after
win and loss are determined through the penalty shoot-
out will be described as a "normal completion of a match".
[0039] During the match, a common virtual three-di-
mensional space is constructed in the main memories
32 of the game devices 30. FIG. 7 shows an example of
a virtual three-dimensional space. As shown in FIG. 7, a
field object 52 representing a soccer field is placed in a
virtual three-dimensional space 50. For example, a cor-
ner area 53, a penalty area 55, etc. are represented on
the field object 52. In addition, a goal object 54 repre-
senting a goal, a player object 56 representing a soccer
player, and a ball object 58 representing a soccer ball
are placed on the field object 52. Although not shown in
FIG. 7, 22 player objects 56 are placed in the virtual three-
dimensional space 50.
[0040] In addition, a virtual camera 59 is placed in the
virtual three-dimensional space 50. The virtual camera
59 moves, for example, according to the ball object 58.
During the match, a game screen representing a scene
of the virtual three-dimensional space 50 viewed from
the virtual camera 59 is displayed on the display units 37
of the game devices 30. The user operates the player
object 56 of the user’s team using the operation inputting
unit 36 while viewing the game screen.
[0041] In the present embodiment, one of the game
device 30 of the user and the game device 30 of the
competition opponent plays the role of a game server, to
realize the common virtual three-dimensional space 50
between the game devices 30. In other words, the main
memory 32 of the game device 30 functioning as the
game server stores game status data indicating a most
recent game status. In addition, a copy of the game status
data is stored in the main memory 32 of the other game
device 30. The game status data includes, for example,
data indicating the progress of the match and the data

indicating the current state of the virtual three-dimension-
al space 50. FIG. 8 shows an example of the game status
data.
[0042] The match progress data is data which indi-
cates the progress of the match, and includes match time
data, score data, foul data, yellow/red card data, player
substitution data, and ball possession time data. The
match time data indicates the length of the injury time
and elapsed time from the start of the match. The score
data indicates scores of both teams. The foul data in-
cludes data related to the fouls committed by the player
objects 56 of both teams. The yellow/red card data in-
cludes data related to a yellow card and a red card issued
for the player objects 56 of both teams. The player sub-
stitution data indicates the contents of the player substi-
tutions of both teams. The number of people and number
of times of the player substitution which are possible in
a match are limited to predetermined numbers of people
and of times (for example, three people and three times).
The ball possession time data indicates a total time of
possession of the ball object 58 by the player objects 56
of the teams.
[0043] The state data of the virtual camera 59 includes
data indicating a current position and a direction of the
line of sight of the virtual camera 59. The state data of
the ball object 58 includes data indicating, for example,
a current position, a movement direction, and a move-
ment speed of the ball object 58. The state data of the
player object 56 includes data indicating, for example, a
current position, a current posture, a movement direction,
a movement speed, and an action type (for example,
dashing, passing, and shooting) of the player object 56.
The state data of the player object 56 also includes an
operation target flag and a ball possession flag. The op-
eration target flag indicates whether or not the player
object 56 is an operation target of the user or the com-
petition opponent. The ball possession flag indicates
whether or not the player object 56 is in possession of
the ball object 58.
[0044] As shown in FIG. 4, when the match is normally
completed (when the competition is completed), a match
result screen is displayed on the game devices 30 of the
user and of the competition opponent (S105). FIG. 9
shows an example of the match result screen. A match
result screen 60 shown in FIG. 9 includes a match result
display field 61 and a competition opponent message
field 62. A match result is displayed in the match result
display field 61. During the display of the match result
screen 60, the user inputs a message to the competition
opponent. The message which is input by the user is
transmitted to the game device 30 of the competition op-
ponent. The message from the competition opponent is
displayed in the competition opponent message field 62.
After a predetermined time has elapsed after the mes-
sage from the competition opponent is displayed in the
match result screen 60, the menu screen 40 is displayed
(S101). When the match is completed normally, the total
competition record of the user (refer to FIGs. 11 and 12
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to be described later) to be stored in the game card 34
of the game device 30 is updated based on the match
result.
[0045] In the above-described network game system
10, when the communication connection between the
game devices 30 is disconnected during the competition,
the game status data cannot be shared between the
game devices 30. As a result, the soccer game cannot
be continued, and the competition ends partway through
the competition.
[0046] In addition, in the network game system 10, in
principle, the total competition record (number of wins,
number of losses or total conceded scores, etc.) of the
user is updated based on the match result when the
match is normally completed. In a network game system
where the total competition record of the user is not up-
dated unless the match is completed normally, for exam-
ple, a user who becomes likely to lose may intentionally
disconnect the power supply or the communication con-
nection of the game device 30 (or communication device
such as a router to which the game device 30 is connect-
ed) during the match, in order to avoid an increase in the
number of losses of the user. Alternatively, a user who
has allowed the competition opponent to score may in-
tentionally disconnect the power supply or communica-
tion connection of the game device 30 (or the communi-
cation device such as a router to which the game device
30 is connected) during a match, in order to avoid an
increase in the total conceded scores of the user. If such
behavior of the users is left undealt with, the interest of
the competitive soccer game may be lost. A technique
for inhibiting a user from intentionally disconnecting the
power supply or communication connection of the game
device 30 during the competition in the network game
system 10 will now be described.
[0047] FIG. 10 is a functional block diagram showing
functions, among the functions realized by the network
game system 10, which are related to the present inven-
tion. As shown in FIG. 10, the network game system 10
comprises functions of a game data storage 70, a main
game process executing unit 72, a partway-end judging
unit 74, a condition judging unit b76, and a predetermined
process executing unit 78. These functional blocks are
realized, for example, in each game device 30. In other
words, these functional blocks are realized by each game
device 30 executing a program.

[Game Data Storage]

[0048] The game data storage 70 is realized with, for
example, the main memory 32 and the game card 34.
The game data storage 70 stores various data related to
the competitive soccer game.
[0049] For example, the game data storage 70 (game
card 34) stores team data of the user. In addition, for
example, the game data storage 70 (main memory 32)
stores the team data of the competition opponent. The
team data includes data which indicates a setting content

(for example, the starter players, formation, etc.) of the
team. The team data also includes ability parameters and
condition parameters of the player objects 56 belonging
to the team. The ability parameters are numerical value
parameters which indicate the level of various abilities
(for example, passing ability and shooting ability) of the
player object 56. For example, the ability parameter may
take an integer value of 0 - 100. In a case where the
ability of the player object 56 is high, the ability parameter
of the player object 56 is set at a high value. The condition
parameter, on the other hand, is parameter indicating the
condition of the player object 56. For example, the con-
dition parameter may also take an integer value of 0 -
100. For a player object 56 with a better condition, a high-
er value is set for the condition parameter of the player
object 56. During the match, the value of the ability pa-
rameter of the player object 56 is changed based on the
value of the condition parameter of the player object 56.
For example, the value of the ability parameter of the
player object 56 who is in a good condition is changed
to a higher value than usual. In addition, for example, the
value of the ability parameter of the player object 56 who
is in a bad condition is changed to a lower value than
usual.
[0050] In addition, the game data storage 70 compris-
es a total competition record storage 70a, a game status
data storage 70b, and a condition storage 70c (base nu-
merical value storage unit).

[Total Competition Record Storage]

[0051] The total competition record storage 70a is re-
alized, for example, with the game card 34. The total
competition record storage 70a stores the total compe-
tition record data of the user of the game device 30. For
example, the total competition record storage 70a of the
game device 30 of the user A stores the total competition
record data of the user A. FIGs. 11 and 12 show an ex-
ample of data stored in the total competition record stor-
age 70a.
[0052] FIG. 11 shows an example of total competition
record data. The total competition record data shown in
FIG. 11 includes a "total competition record" field, a "total
score" field, a "total conceded score" field, a "total number
of fouls" field, and a "number of communication discon-
nections" field. The "total competition record" field indi-
cates a number of competitions, a number of wins, a
number of losses, and a number of ties of the user. The
"total score" field indicates a total sum of scores of the
user. The "total conceded score" field indicates a total
sum of the conceded scores of the user. The "total
number of fouls" field indicates a total sum of fouls com-
mitted by the user. The "partway-end number" field indi-
cates a total sum of times in which the competition has
ended partway through the competition. The total com-
petition record data is updated based on the match result
in a case where the match is completed normally without
having ended partway through the competition (refer to
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S312 of FIG. 17 to be described later).
[0053] FIG. 12 shows an example of competition his-
tory data. The competition history data shown in FIG. 12
includes a "date and time" field, a "win and loss" field, a
"score" field, and a "conceded score" field. The "date and
time" field indicates the date and time of competition. The
"win and loss" field indicates the win and loss result of
the competition. The value of "0" indicates that the user
has lost, the value of "1" indicates that the user has won,
and the value of "2" indicates that the user has tied with
the competition opponent. The "score" field indicates the
scores of the user. The "conceded score" field indicates
the scores of the competition opponent. The competition
history data is also updated based on the match result
in a case where the match is normally completed without
having ended partway through the competition (refer to
S312 of FIG. 17 to be described later).

[Game Status Data Storage]

[0054] The game status data storage 70b is realized,
for example, with the main memory 32. The game status
data storage 70b stores the game status data (refer to
FIG. 8).

[Condition Storage]

[0055] The condition storage 70c is realized, for exam-
ple, with the game card 34. The condition storage 70c
stores a plurality of conditions (judgment standards) for
judging whether or not the possibility that the user has
intentionally disconnected the power supply or commu-
nication connection of the game device 30 during the
competition is high. Here, the "plurality of conditions" may
include conditions related to, for example, the total com-
petition record of the user, the user team (team operated
by the user), the competition opponent team (team op-
erated by the competition opponent), or the game status.
[0056] FIGs. 13 and 14 show an example of condition
data stored in the condition storage 70c. The condition
data shown in FIGs. 13 and 14 is data in which an ID, a
condition, and a point amount (base numerical value) are
correlated. The ID indicates information which uniquely
identifies each condition. The point amount indicates a
weight of each condition. For conditions that indicate a
higher possibility that the user has intentionally discon-
nected the power supply or communication connection
of the game device 30 during the competition, higher
point amounts are set.
[0057] Conditions of IDs "101" - "107" are conditions
related to the total competition record of the user.
[0058] The condition of ID "101" is a condition indicat-
ing whether or not the total competition record of the user
is all wins. The condition of ID "102" is a condition indi-
cating whether or not a total conceded score of the user
is 0. The condition of ID "103" is a condition indicating
whether or not a total number of fouls of the user is 0.
The condition of ID "104" is a condition indicating whether

or not 10 most recent competition results of the user are
all wins. The condition of ID "105" is a condition indicating
whether or not conceded scores in 5 most recent com-
petitions of the user are all 0.
[0059] As described above, in the network game sys-
tem 10, in principle, the total competition record of the
user (number of wins, number of losses or total conceded
scores, etc.) is updated based on the match result in a
case where the match is completed normally. For exam-
ple, because it is difficult to continue successively win-
ning in a competition of the soccer game, a user whose
total competition record is all wins may be considered as
possibly having disconnected the power supply or the
communication connection of the game device 30 when
the user became likely to lose in the past competition, in
order to avoid the increase in the number of losses.
Therefore, the condition of ID "101" is set as a judgment
standard for judging whether or not there is a possibility
that the user has intentionally disconnected the power
supply or communication connection of the game device
30 during competition. In addition, for example, because
it is difficult to successively continue matches without any
conceded scores in the competition of the soccer game,
a user whose total conceded score is 0 may be consid-
ered as possibly having disconnected the power supply
or communication connection of the game device 30
when the competition opponent scored a goal in the past
competition, in order to avoid the increase in the total
conceded scores. Therefore, the condition of ID "102" is
set as a judgment standard for judging whether or not
there is a possibility that the user has intentionally dis-
connected the power supply or communication connec-
tion of the game device 30 during competition. With sim-
ilar considerations, the conditions of IDs "103" - "105"
are also set as the judgment standards for judging wheth-
er or not there is a possibility that the user has intention-
ally disconnected the power supply or communication
connection of the game device 30 during the competition.
[0060] A condition of ID "106" is a condition indicating
whether or not the number of partway ends of the user
is once or more. A condition of ID "107" is a condition
indicating whether or not the frequency of the partway
end of the user is high. For example, when the number
of partway end of the user is not 0 or when the frequency
of the partway end of the user is high, it may be consid-
ered that there is a possibility that the user has discon-
nected the power supply or communication connection
of the game device 30 during the competition. Therefore,
the conditions of IDs "106" and "107" are set as judgment
standards for judging whether or not there is a possibility
that the user has intentionally disconnected the power
supply or the communication connection of the game de-
vice 30 during the competition.
[0061] Conditions of IDs "108" - "110" are conditions
related to the user team or the competition opponent
team.
[0062] A condition of ID "108" is a condition indicating
whether or not the competition opponent team is a strong
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team. A condition of ID "109" is a condition indicating
whether or not the ability parameters of the competition
opponent team significantly exceed the ability parame-
ters of the user team. A condition of ID "110" is a condition
indicating whether or not the condition parameter of the
user team is low. For example, in a case where the com-
petition opponent team is a strong team, the possibility
of the loss of the user is high. Therefore, if the competition
has ended partway in a case where the competition op-
ponent team is a strong team, it may be considered that
there is a possibility that the user has disconnected the
power supply or communication connection of the game
device 30 during the competition, in order to avoid a loss.
Therefore, the condition of the ID "108" is set as a judg-
ment standard for judging whether or not there is a pos-
sibility that he user has intentionally disconnected the
power supply or communication connection of the game
device 30 during the competition. With similar consider-
ations, the conditions of IDs "109" and "110" are also set
as judgment standards for judging whether or not there
is a possibility that the user has intentionally disconnect-
ed the power supply or communication connection of the
game device 30 during the competition.
[0063] Conditions of IDs "201" - "217" are conditions
related to the game status.
[0064] A condition of ID "201" is a condition indicating
whether or not the score of the user team is lower than
the score of the competition opponent team. A condition
of ID "202" is a condition indicating whether or not the
score of the user team is 0. For example, in a case where
the score of the user team is lower than the score of the
competition opponent team at the time when the compe-
tition has ended partway through the competition, it may
be considered that there is a possibility that the user has
disconnected the power supply or communication con-
nection of the game device 30, in order to avoid a loss.
Therefore, the condition of ID "201" is set as a judgment
standard for judging whether or not there is a possibility
that the user has intentionally disconnected the power
supply or communication connection of the game device
30 during the competition. With similar considerations,
the condition of the ID "202" is also set as a judgment
standard for judging whether or not there is a possibility
that the user has intentionally disconnected the power
supply or communication connection of the game device
30 during the competition.
[0065] A condition of ID "203" is a condition indicating
whether or not the number of red cards of the user team
is 1 or more. A condition of ID "204" is a condition indi-
cating whether or not a number of yellow cards of the
user team is 1 or more. A condition of ID "205" is a con-
dition indicating whether or not the remaining number of
player substitutions of the user team is 0. For example,
in a case where the number of red cards of the user team
is 1 or more at the time when the competition has ended
partway through the competition, it may be considered
that the user team is in a disadvantageous situation com-
pared to the competition opponent team at that point.

Therefore, the player may be considered as possibly hav-
ing disconnected the power supply or communication
connection of the game device 30 during the competition.
Therefore, the condition of ID "203" is set as a judgment
standard for judging whether or not there is a possibility
that the user has intentionally disconnected the power
supply or communication connection of the game device
30 during the competition. In similar considerations, con-
ditions of IDs "204" and "205" are also set as judgment
standards for judging whether or not there is a possibility
that the user has intentionally disconnected the power
supply or communication connection of the game device
30.
[0066] A condition of ID "206" is a condition indicating
whether or not the remaining time of the match is short.
In a case where the remaining time of the match is short
at the time when the competition has ended partway
through the competition, it may be considered that there
is a possibility that the user has disconnected the power
supply or communication connection of the game device
30 in order to avoid a loss. Therefore, the condition of ID
"206" is set as a judgment standard for judging whether
or not there is a possibility that the user has intentionally
disconnected the power supply or communication con-
nection of the game device 30 during the competition.
[0067] A condition of ID "207" is a condition indicating
whether or not the ball possession percentage of the user
team is significantly lower than the ball possession per-
centage of the competition opponent team. In a case
where the ball possession percentage of the user team
is significantly lower than the ball possession percentage
of the competition opponent team at the time when the
competition has ended partway through the competition,
it can be considered that the user team is in a disadvan-
tageous situation compared to the competition opponent
team at that point. Therefore, in this case, it may be con-
sidered that there is a possibility that the user has dis-
connected the power supply or communication connec-
tion of the game device 30 during the competition. There-
fore, the condition of ID "207" is set as a judgment stand-
ard for judging whether or not there is a possibility that
the user has intentionally disconnected the power supply
or communication connection of the game device 30 dur-
ing the competition.
[0068] A condition of ID "208" is a condition indicating
whether or not the player object 56 of the competition
opponent team is in possession of the ball object 58 in
the penalty area 55 of the user team. The "penalty area
55 of the user team" refers to the penalty area 55 on the
side on which the goal object 54 of the user team is
placed. The "goal object 54 of the user team" is the goal
object 54 to be defended by the user. A condition of ID
"209" is a condition indicating whether or not the player
object 56 of the competition opponent team is in posses-
sion of the ball object 58 in an area in which a cross pass
is possible. A condition of ID "210" is a condition indicating
whether or not a number of player objects 56 of the user
team positioned between the player object 56 of the com-
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petition opponent team who is in possession of the ball
object 58 and the goal object 54 of the user team is 1 or
less. A condition of ID "211" is a condition indicating
whether or not it is immediately after an opportunity of a
free kick is awarded to the competition opponent team
in front of the goal object 54 of the user team. A condition
of ID "212" is a condition indicating whether or not it is
immediately after an opportunity of a penalty kick is
awarded to the competition opponent team. For example,
in a case where the player object 56 of the competition
opponent team is in possession of the ball object 58 in
the penalty area 55 of the user team at the time when
the competition has ended partway through the compe-
tition, it may be considered that the user team is in a
disadvantageous situation. Because of this, in this case,
the user who fears they may allow a score may have
intentionally disconnected the power supply or commu-
nication connection of the game device 30 during the
competition. Therefore, the condition of ID "208" is set
as a judgment standard for judging whether or not there
is a possibility that the user has intentionally disconnect-
ed the power supply or communication connection of the
game device 30 during the competition. In similar con-
siderations, conditions of IDs "209" - "212" are also set
as judgment standards for judging whether or not there
is a possibility that the user has intentionally disconnect-
ed the power supply or communication connection of the
game device 30 during the competition.
[0069] A condition of ID "213" is a condition indicating
whether or not it is immediately after the competition op-
ponent team has scored a goal. A condition of ID "214"
is a condition indicating whether or not it is immediately
after the competition opponent team has scored a go-
ahead goal. A condition of ID "215" is a condition indi-
cating whether or not it is immediately after the player
object 56 of the user team has missed a penalty kick. For
example, if it is immediately after the competition oppo-
nent team has scored a goal when the competition has
ended partway through the competition, there may be a
possibility that a user who does not like the conceded
score has disconnected the power supply or communi-
cation connection of the game device 30. Therefore, the
condition of ID "213" is set as a judgment standard for
judging whether or not there is a possibility that the user
has intentionally disconnected the power supply or com-
munication connection of the game device 30 during the
competition. In similar considerations, the conditions of
IDs "214" and "215" are also set as judgment standards
for judging whether or not there is a possibility that the
user has intentionally disconnected the power supply or
communication connection of the game device 30 during
the competition.
[0070] A condition of ID "216" is a condition indicating
whether or not the match is currently in injury time. A
condition of ID "217" is a condition indicating whether or
not the match is currently in the penalty shoot-off. For
example, in a case where the time when the competition
ends is during injury time, it may be considered that there

is a possibility that the user has disconnected the power
supply or communication connection of the game device
30 in order to avoid a loss. Therefore, the condition of ID
"216" is set as a judgment standard for judging whether
or not there is a possibility that the user has intentionally
disconnected the power supply or communication con-
nection of the game device 30 during the competition. In
similar considerations, the condition of ID "217" is also
set as a judgment standard for judging whether or not
there is a possibility that the user has intentionally dis-
connected the power supply or communication connec-
tion of the game device 30 during the competition.

[Main Game Process Executing Unit]

[0071] The main game process executing unit 72 is
realized, for example, with the controlling unit 31. The
main game process executing unit 72 executes a process
for realizing the competitive soccer game. The main
game process executing unit 72 includes a game status
data updating unit 72a and a display controlling unit 72b.

[Game Status Data Updating Unit]

[0072] The game status data updating unit 72a exe-
cutes a game process at every predetermined period (for
example, every 1/60th of a second), to update the game
status data stored in the game status data storage 70b.
The operation of the game status data updating unit 72a
differs between the case when the game device 30 plays
the role of the game server and the case when the game
device 30 does not play the role of the game server. The
details will be described later (refer to S301 of FIG. 17).

[Display Controlling Unit]

[0073] The display controlling unit 72b displays the
menu screen 40, the competition opponent guiding
screen 45, and the match result screen 60 on the display
unit 37. The display controlling unit 72b also generates,
during a match, a game screen representing a scene of
the virtual three-dimensional space 50 viewed from the
virtual camera 59, based on the game status data stored
in the game status data storage 70b. The display con-
trolling unit 72b displays the game screen on the display
unit 37. The display controlling unit 72b updates the game
screen at every predetermined period (for example, eve-
ry 1/60th of a second) during the match.

[Partway-End Judging Unit]

[0074] The partway-end judging unit 74 is realized, for
example, with the controlling unit 31. The partway-end
judging unit 74 judges whether or not the competition
(match) has ended partway through the competition. In
the case of the present embodiment, the partway-end
judging unit 74 judges whether or not the previous com-
petition has ended partway through the competition in a
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case where the display of the menu screen 40 is started
(refer to S101 of FIG. 4).

[Condition Judging Unit]

[0075] The condition judging unit 76 is realized with,
for example, the controlling unit 31. The condition judging
unit 76 judges whether or not each of the plurality of con-
ditions stored in the condition storage 70c is satisfied,
based on the data stored in the game data storage 70.
For example, the condition judging unit 76 judges wheth-
er or not the total competition record of the user satisfies
the conditions of IDs "101" - "107" based on the total
competition record data or the competition history data.
In addition, for example, the condition judging unit 76
judges whether or not the user team or the competition
opponent team satisfies the conditions of IDs "108" -
"110" based on the team data of the user or of the com-
petition opponent. Moreover, for example, the condition
judging unit 76 also judges whether or not the game sta-
tus satisfies the conditions of IDs "201" - "217" based on
the game status data.
[0076] In the case of the present embodiment, the con-
dition judging unit 76 judges, prior to the start of the
match, whether or not the total competition record of the
user satisfies the conditions of IDs "101" - "107", and
judges whether or not the user team or the competition
opponent team satisfies the conditions of IDs "108" -
"110". The condition judging unit 76.also judges, during
the match, whether or not the game status satisfies the
conditions of IDs "201"-  "217" at every predetermined
period (for example, every 1/60th of a second).

[Predetermined Process Executing Unit]

[0077] The predetermined process executing unit 78
is realized, for example, with the controlling unit 31. In a
case where the partway-end judging unit 74 judges that
the competition has ended partway through the compe-
tition, the predetermined process executing unit 78 exe-
cutes a predetermined process based on a judgment re-
sult of whether or not the conditions of IDs "101" - "110"
are satisfied and a judgment result of whether or not the
game status at the time when the competition has ended
partway through the competition satisfies the conditions
of IDs "201" - "217".

[Point Amount Acquiring unit and Comparing Unit]

[0078] The predetermined process executing unit 78
comprises a point amount acquiring unit 78a (numerical
value acquiring unit) and a comparing unit 78b. The point
amount acquiring unit 78a acquires a point amount (nu-
merical value) corresponding to the judgment result of
whether or not the conditions of IDs "101" - "110" are
satisfied and the judgment result of whether or not the
game status at the time when the competition has ended
partway through the competition satisfies the conditions

of IDs "201" - "217".
[0079] In the case of the present embodiment, the point
amount acquiring unit 78a calculates a total Pa of the
point amounts correlated to the conditions judged as be-
ing satisfied, among the conditions of IDs "101" - "110".
The point amount acquiring unit 78a also calculates a
total Pb of the point amounts correlated to the conditions
satisfied by the game status at the time when the com-
petition has ended, among the conditions of IDs "201" -
"217". The point amount acquiring unit 78a then acquires
a sum of the point amounts (Pa + Pb). As described
above, the condition judging unit 76 judges, during the
match, whether or not the game status satisfies the con-
ditions of IDs "201" - "217" at every predetermined period
(for example, every 1/60th of a second). The point amount
acquiring unit 78a calculates, during the match, the point
amount Pb corresponding to the judgment result of the
conditions of IDs "201" - "217" at every predetermined
period (for example, every 1/60th of a second). Therefore,
the point amount acquiring unit 78a calculates, during
the match, the point amount (Pa + Pb) at every prede-
termined period (for example, every 1/60th of a second).
[0080] The comparing unit 78b compares the point
amount (Pa + Pb) acquired by the point amount acquiring
unit 78a with a predetermined reference point amount
(Pc). In the case of the present embodiment, the com-
paring unit 78b judges whether or not the point amount
(Pa + Pb) acquired by the point amount acquiring unit
78a is greater than or equal to the predetermined refer-
ence point amount (Pc). Here, a case with a higher point
amount acquired by the point amount acquiring unit 78a
means that the possibility that the user has disconnected
the power supply or communication connection of the
game device 30 during the competition is high. Therefore,
the comparing unit 78b can be said to be judging whether
or not the possibility that the use has intentionally dis-
connected the power supply or communication connec-
tion of the game device 30 during the competition is high.
[0081] In the case of the present embodiment, the
comparing unit 78b judges whether or not the point
amount (Pa + Pb) which is acquired during the match at
every predetermined period (for example, every 1/60th

of a second) is greater than or equal to the predetermined
reference point amount (Pc). The comparing unit 78b
stores data indicating the judgment result in the game
card 34.
[0082] The predetermined process executing unit 78
executes a predetermined process based on the com-
parison result by the comparing unit 78b in a case where
the partway-end judging unit 74 judges that the compe-
tition has ended partway through the competition. In the
case of the present embodiment, if the comparing unit
78b judges that the point amount (Pa + Pb) acquired by
the point amount acquiring unit 78a is greater than or
equal to the predetermined reference point amount (Pc),
the predetermined process executing unit 78 executes a
predetermined process. In other words, in a case where
it is judged that the possibility that the user has discon-
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nected the power supply or communication connection
of the game device 30 during the competition is high, the
predetermined process executing unit 78 executes a pre-
determined process.
[0083] In the case of the present embodiment, the "pre-
determined process" includes, for example, a process to
update the total competition record of the user. More spe-
cifically, the "predetermined process" includes a process
to increase the number of losses of the user. Because
of this, in the present embodiment, in a case where the
competition has ended partway through the competition,
if it is judged that the possibility that the user has discon-
nected the power supply or communication connection
of the game device 30 during the match is high, the
number of losses of the user is increased.
[0084] In addition, in the case of the present embodi-
ment, the "predetermined process" includes a process,
for example, to restrict competition of the user with the
other users. More specifically, the "predetermined proc-
ess" includes a process to prohibit the user from com-
peting against other users until a time limit for competition
restriction has elapsed. Because of this, in the present
embodiment, in a case where the competition has ended
partway through the competition, if it is judged that the
possibility that the user has disconnected the power sup-
ply or communication connection of the game device 30
during the competition is high, the user is prohibited from
competing against other users until the time limit for com-
petition restriction has elapsed.
[0085] Moreover, in the case of the present embodi-
ment, the "predetermined process" includes, for exam-
ple, a process to output a predetermined message. More
specifically, the "predetermined process" includes a
process to output an alert message to the user. Because
of this, in the present embodiment, in a case where the
competition has ended partway through the competition,
if it is judged that the possibility that the user has discon-
nected the power supply or communication connection
of the game device 30 during the competition is high, an
alert message is output to the user.
[0086] In the present embodiment, in a case where the
competition has ended partway through the competition,
if it is judged that the possibility that the user has discon-
nected the power supply or communication connection
of the game device 30 during the match is high, the pre-
determined process executing unit 78 displays, on the
display unit 37, a menu screen 40 as shown in, for ex-
ample, FIG. 15, in place of the menu screen 40 of FIG.
5. The menu screen 40 shown in FIG. 15 includes an
alert message field 44 in place of the competition request
button 43. An alert message for the user is displayed in
the alert message field 44. In addition, because the com-
petition request button 43 is not displayed on the menu
screen 40 of FIG. 15, the user cannot compete against
other users. In the following description, the menu screen
40 shown in FIG. 5 is referred to as a "normal menu
screen" and the menu screen 40 shown in FIG. 15 is
referred to as a "restricted menu screen".

[0087] Next, a process executed by each game device
30 for realizing the above-described functional blocks will
be described. FIGs. 16 - 18 are flowcharts showing proc-
esses executed by each game device 30. The controlling
unit 31 executes a process shown in FIGs. 16 - 18 ac-
cording to a program stored in the game card 34.
[0088] In relation to the process of FIGs. 16 - 18, data
shown in FIG. 19, for example, is stored in the EEPROM
of the game card 34. The data shown in FIG. 19 includes
a competition start/completion flag, an intentional discon-
nection flag, and a time limit for competition restriction.
The details of these data will be described later.
[0089] FIG. 16 shows a process executed by each
game device 30 in a case where the competition oppo-
nent guiding screen 45 is displayed (refer to S103 of FIG.
4).
[0090] As shown in FIG. 16, first, the controlling unit
31 updates the competition start/completion flag to 1
(S201). The controlling unit 31 also initializes a value of
a variable Pa to 0 and a value of a variable i to 101 (5202).
The controlling unit 31 judges whether or not the condition
of the ID "i" is satisfied (S203).
[0091] When the variable i is 101, the controlling unit
31 judges whether or not the total competition record of
the user is all wins based on the total competition record
data. When the variable i is 102, the controlling unit 31
judges whether or not the total conceded scores of the
user is 0 based on the total competition record data.
When the variable i is 103, the controlling unit 31 judges
whether or not the total number of fouls of the user is 0
based on the total competition record data. When the
variable i is 104, the controlling unit 31 judges whether
or not results of 10 most recent competitions of the user
are all wins based on the competition history data. When
the variable i is 105, the controlling unit 31 judges whether
or not the conceded scores in 5 most recent competitions
of the user is 0 based on the competition history data.
When the variable i is 106, the controlling unit 31 judges
whether or not the number of partway ends of the user
is once or more based on the total competition record
data.
[0092] When the variable i is 107, the controlling unit
31 judges whether or not the frequency of the partway
end of the user is high based on the total competition
record data. For example, the controlling unit 31 calcu-
lates the frequency of partway end by dividing the number
of partway ends by the number of competitions. The con-
trolling unit 31 then judges whether or not the frequency
of the partway end is greater than or equal to a prede-
termined reference frequency. When the frequency of
the partway end is greater than or equal to the predeter-
mined reference frequency, the controlling unit 31 judges
that the frequency of partway end of the user is high.
[0093] When the variable i is 108, the controlling unit
31 judges whether or not the competition opponent team
is a strong team based on the team data of the compe-
tition opponent. In the case of the present embodiment,
the game card 34 stores data indicating which team is a
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strong team among the plurality of teams which are pre-
pared in advance. Based on this data, the controlling unit
31 judges whether or not the competition opponent team
(that is, the team selected by the competition opponent
from among the plurality of above-described teams) is a
strong team. Alternatively, the controlling unit 31 may
calculate a statistical value (for example, an average val-
ue) of ability parameters of the player objects 56 belong-
ing to the competition opponent team. The controlling
unit 31 may then judge whether or not the competition
opponent team is a strong team by judging whether or
not the statistical value is greater than or equal to a ref-
erence value.
[0094] When the variable i is 109, the controlling unit
31 judges whether or not the ability parameter of the com-
petition opponent team significantly exceeds the ability
parameter of the user team based on the team data of
the user and the team data of the competition opponent.
Here, the ability parameter of the competition opponent
team refers to, for example, a statistical value (for exam-
ple, an average value) of the ability parameters of the
player objects 56 belonging to the competition opponent
team. Similarly, the ability parameter of the user team
refers to, for example, a statistical value of the ability
parameters of the player objects 56 belonging to the user
team. For example, the controlling unit 31 judges whether
or not the ability parameter of the competition opponent
team is greater than the ability parameter of the user
team. In addition, when the ability parameter of the com-
petition opponent team is greater than the ability param-
eter of the user team, the controlling unit 31 judges wheth-
er or not a difference in the ability parameter between
the competition opponent team and the user team is
greater than or equal to a predetermined reference dif-
ference.
[0095] When the variable i is 110, the controlling unit
31 judges whether or not the condition parameter of the
user team is low based on the team data of the user.
Here, the condition parameter of the user team refers to,
for example, a statistical value (for example, an average
value) of the condition parameters of the player objects
56 belonging to the user team. For example, the control-
ling unit 31 judges whether or not the condition parameter
of the user team is less than or equal to a predetermined
reference value. When the condition parameter of the
user team is less than or equal to the predetermined ref-
erence value, the controlling unit 31 judges that the con-
dition parameter of the user team is low.
[0096] When it is judged in S203 that the condition of
ID "i" is satisfied, the controlling unit 31 adds a point
amount Pi of the ID "i" to the variable Pa (S204). When
it is judged in S203 that the condition of ID "i" is not sat-
isfied or when the process of S204 is executed, the con-
trolling unit 31 adds 1 to the value of the variable i (S205).
Then, the controlling unit 31 judges whether or not the
variable i is greater than 110 (S206). That is, the control-
ling unit 31 judges whether or not judgment of conditions
of IDs "101" - "110" is completed. When the variable i is

less than or equal to 110, the controlling unit 31 executes
the processes of S203 - S206. When, on the other hand,
the variable i is greater than 110, the controlling unit 31
displays the competition opponent guiding screen 45 on
the display unit 37 (S207). In this process, the value of
the variable Pa is stored in the game card 34. The value
of the variable Pa stored in the game card 34 is used in
processes to be described later (refer to S308 of FIG. 17).
[0097] FIG. 17 is a flowchart showing a process exe-
cuted by each game device 30 during the match (refer
to S104 of FIG. 4) at every predetermined period (for
example, every 1/60th of a second).
[0098] As shown in FIG. 17, first, the controlling unit
31 updates the game status data stored in the main mem-
ory 32 (S301). The processing content of S301 differs
between the case where the game device 30 has the role
of the game server and the case where the game device
30 does not have the role of the game server.
[0099] The process when the game device 30 has the
role of the game server will first be described. In this case,
the controlling unit 31 judges the operation content of the
user based on the data which is input from the operation
inputting unit 36. The controlling unit 31 also judges the
operation content of the competition opponent based on
the operation data transmitted from the game device 30
of the competition opponent. The controlling unit 31 up-
dates the game status data stored in the main memory
32 based on the operation content of the user, the oper-
ation content of the competition opponent, the user team
data stored in the game card 34, and the competition
opponent team data stored in the main memory 32.
[0100] For example, the status data of the player ob-
jects 56 are updated based on the operation content of
the user or of the competition opponent and the ability
parameters and condition parameters of the player ob-
jects 56. In addition, for example, the state data of the
ball object 58 is updated based on the operation content
of the user or of the competition opponent. Moreover, for
example, the state data of the virtual camera 59 is up-
dated based on the state data of the ball object 58. In
addition, a scoring event of the user team or of the com-
petition opponent team is generated based on the state
data of the ball object 58. For example, when the ball
object 58 has moved into the goal object 54 of the com-
petition opponent team, a scoring event of the user team
is generated. Similarly, for example, when the ball object
58 moves into the goal object 54 of the user team, the
scoring event of the competition opponent team is gen-
erated. When the scoring event of the user team or of
the competition opponent team is generated, the score
data is updated. Moreover, for example, a foul event of
the user team or of the competition opponent team is
generated based on the state data of the player objects
56. For example, when the player object 56 of the user
team slide-tackles the player object 56 of the competition
opponent team, a foul event of the user team is generated
based on the positional relationship of the player objects
56, or the like. When the foul event of the user team or
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of the competition opponent team is generated, the foul
data and yellow/red card data are updated. In addition,
for example, it is judged whether or not the player object
56 belonging to the user team or to the competition op-
ponent team is in possession of the ball object 58, and
the ball possession time data is updated based on a result
of the judgment. The match time data and player substi-
tution data are also updated.
[0101] In this case, the controlling unit 31 also trans-
mits game status update data indicating the update con-
tent of the game status data to the game device 30 of
the competition opponent.
[0102] Next, a process when the game device 30 does
not have the role of the game server will be described.
In this case, the controlling unit 31 judges the operation
content of the user based on the data which is input from
the operation inputting unit 36. The controlling unit 31
transmits the operation data indicating the operation con-
tent of the user to the game device 30 (game server) of
the competition opponent. The controller 31 also receives
the game status update data transmitted from the game
device 30 (game server) of the competition opponent,
and updates the game status data stored in the main
memory 32 based on the game status update data.
[0103] After the game status data is updated, the con-
trolling unit 31 judges whether or not a match completion
time has been reached based on the match time data
(S302). Here, the match completion time is a time when
the match is completed normally, and is, for example, a
time after the match time has elapsed or after win/loss
has been established by the penalty shoot-out. If the
match completion time has not been reached, the con-
trolling unit 31 initializes the value of the variable Pb to
0 and initializes the value of the variable i to 201 (S303).
The controlling unit 31 then judges whether or not the
condition of ID "i" is satisfied based on the game status
data stored in the main memory 32 (S304).
[0104] When the variable i is 201, the controlling unit
31 judges whether or not the score of the user team is
less than the score of the competition opponent team
based on the score data. When the variable i is 202, the
controlling unit 31 judges whether or not the score of the
user team is 0 based on the score data. When the variable
i is 203, the controlling unit 31 judges whether or not the
number of red cards of the user team is greater than or
equal to 1 based on the yellow/red card data. When the
variable i is 204, the controlling unit 31 judges whether
or not the number of yellow cards of the user team is
greater than or equal to 1 based on the yellow/red card
data. When the variable i is 205, the controlling unit 31
judges whether or not the remaining number of player
substitutions of the user team is 0 based on the player
substitution data.
[0105] When the variable i is 206, the controlling unit
31 judges whether or not the remaining time of the match
is short based on the match time data. For example, the
controlling unit 31 judges whether or not the remaining
time of the match is less than or equal to a predetermined

time. When the remaining time of the match is less than
or equal to the predetermined time, the controlling unit
31 judges that the remaining time of the match is short.
[0106] When the variable i is 207, the controlling unit
31 judges whether or not the ball possession percentage
of the user team is significantly lower than the ball pos-
session percentage of the competition opponent team
based on the ball possession time data. For example,
the controlling unit 31 calculates the ball possession per-
centage of the user team by dividing the ball possession
time of the user team by the elapsed time from the start
of the match. The controlling unit 31 similarly calculates
the ball possession percentage of the competition oppo-
nent team. The controlling unit 31 then judges whether
or not the ball possession percentage of the user team
is lower than the ball possession percentage of the com-
petition opponent team. When the ball possession per-
centage of the user team is lower than the ball possession
percentage of the competition opponent team, the con-
trolling unit 31 then judges whether or not a difference in
ball possession percentage between the user team and
the competition opponent team is greater than or equal
to a predetermined reference difference.
[0107] When the variable i is 208, the controlling unit
31 judges whether or not the player object 56 of the com-
petition opponent team is in possession of the ball object
58 in the penalty area 55 of the user team, based on, for
example, the state data of the player objects 56. For ex-
ample, the controlling unit 31 judges whether or not the
player object 56 of the competition opponent team is in
possession of the ball object 58 based on the state data
(ball possession flag) of the player objects 56 of the com-
petition opponent team. When the player object 56 of the
competition opponent team is in possession of the ball
object 58, the controlling unit 31 judges whether or not
the player object 56 is positioned in the penalty area 55
of the user team, based on the state data (position data)
of the player object 56.
[0108] When the variable i is 209, the controlling unit
31 judges whether or not the player object 56 of the com-
petition opponent team is in possession of the ball object
58 in an area in which a cross pass is possible, based
on, for example, the state data of the player objects 56.
The "area in which cross pass is possible" for the player
object 56 of the competition opponent team is an area
near the corner area 53 on the side of the goal object 54
of the user team. For example, the controlling unit 31
judges whether or not the player object 56 of the com-
petition opponent team is in possession of the ball object
58 based on the state data (ball possession flag) of the
player objects 56 of the competition opponent team.
When the player object 56 of the competition opponent
team is in possession of the ball object 58, the controlling
unit 31 judges whether or not the player object 56 is po-
sitioned in the area in which a cross pass is possible,
based on the state data (position data) of the player object
56.
[0109] When the variable i is 210, the controlling unit
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31 judges whether or not the number of player objects
56 of the user team positioned between the player object
56 of the competition opponent team who is in possession
of the ball object 58 and the goal object 54 of the user
team is one or less, based on, for example, the state data
of the player objects 56.
[0110] When the variable i is 211, the controlling unit
31 judges whether or not it is immediately after a free
kick in front of the goal object 54 of the user team is
awarded to the competition opponent team. A case
where the free kick in front of the goal object 54 of the
user team is awarded to the competition opponent team
occurs when a foul event of the user team occurs in front
of the goal object 54 of the user team (that is, when the
player object 56 of the user team has committed a foul
in front of the goal object 54 of the user team). For ex-
ample, the controlling unit 31 judges whether or not the
elapsed time from the occurrence of the foul event of the
user team in front of the goal object 54 of the user team
is less than or equal to a predetermined time (for exam-
ple, 10 seconds).
[0111] When the variable i is 212, the controlling unit
31 judges whether or not it is immediately after a penalty
kick is awarded to the competition opponent team. A case
where the penalty kick is awarded to the competition op-
ponent team occurs when a foul event of the user team
occurs in the penalty area 55 on the side of the goal object
54 of the user team (that is, when the player object 56 of
the user team has committed a foul in the penalty area
55 on the side of the goal object 54 of the user team).
For example, the controlling unit 31 judges whether or
not the elapsed time from the occurrence of the foul event
of the user team in the penalty area 55 on the side of the
goal object 54 of the user team is less than or equal to a
predetermined time (for example, 10 seconds).
[0112] When the variable i is 213, the controlling unit
31 judges whether or not it is immediately after the com-
petition opponent team has scored a goal. For example,
the controlling unit 31 judges whether or not the elapsed
time from occurrence of a scoring event of the competi-
tion opponent team is less than or equal to a predeter-
mined time (for example, 10 seconds).
[0113] When the variable i is 214, the controlling unit
31 judges whether or not it is immediately after the com-
petition opponent team has scored a go-ahead goal (a
deadlock breaking goal). The "scoring of the go-ahead
goal by the competition opponent team" refers to a score
of the competition opponent team in the state where the
scores of the teams are tied. For example, the controlling
unit 31 judges whether or not the elapsed time from the
occurrence of a scoring event of the competition oppo-
nent team in the state where the scores of the teams are
tied is less than or equal to a predetermined time (for
example, 10 seconds). The judgment of whether or not
the scores of the teams are tied is done based on the
score data.
[0114] When the variable i is 215, the controlling unit
31 judges whether or not it is immediately after the player

object 56 of the user team has missed a penalty kick.
When the variable i is 216, the controlling unit 31 judges
whether or not it is currently in injury time based on the
match time data. When the variable i is 217, the control-
ling unit 31 judges whether or not it is currently in the
penalty shoot-out.
[0115] When it is judged in S304 that the condition of
ID "i" is satisfied, the controlling unit 31 adds the point
amount Pi of the ID "i" to the variable Pb (S305). Then,
the controlling unit 31 adds 1 to the variable i (S306). The
controlling unit 31 then judges whether or not the variable
i is greater than 217 (S307). That is, the controlling unit
31 judges whether or not the judgment of the conditions
of IDs "201" - "217" is completed. When the variable i is
less than or equal to 217, the controlling unit 31 executes
the processes of S304 - S307.
[0116] When, on the other hand, the variable i is great-
er than 217, the controlling unit 31 judges whether or not
a total sum of the variables Pa and Pb is greater than or
equal to a predetermined reference point amount Pc
(S308). When the total sum of the variables Pa and Pb
is greater than or equal to the predetermined reference
point amount Pc, the controlling unit 31 updates the in-
tentional disconnection flag to 1 (S309). When, on the
other hand, the total sumof the variables Pa and Pb is
less than the predetermined reference point amount Pc,
the controlling unit 31 updates the intentional disconnec-
tion flag to 0 (S310).
[0117] Here, a case where the total sum of the varia-
bles Pa and Pb becomes large is when it is speculated
that the possibility that the user intentionally disconnects
the power supply or communication connection of the
game device 30 is high in consideration of the current
game status (situation). In other words, the case where
the total sum of the variables Pa and Pb becomes large
is a case where, if the competition is ended partway
through the competition at this point, it can be considered
that the possibility that the user has intentionally discon-
nected the power supply or communication connection
of the game device 30 is high. Thus, S308 can be con-
sidered as judging whether or not the current game status
is a status where it can be speculated that the possibility
that the user intentionally disconnects the power supply
or communication connection of the game device 30 is
high. The intentional disconnection flag indicates wheth-
er or not the current game status is a status where it can
be speculated that the possibility that the user intention-
ally disconnects the power supply or communication con-
nection of the game device 30 is high.
[0118] After the process of S309 or S310 is executed,
the controlling unit 31 updates the game screen (S311).
The controlling unit 31 generates a game screen repre-
senting a scene of the virtual three-dimensional space
50 viewed from the virtual camera 59 based on the game
status data stored in the primary storage 32. The gener-
ated game screen is displayed on the display unit 37.
[0119] When it is judged in S302 that the match com-
pletion time has been reached, the controlling unit 31
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updates the total competition record data and the com-
petition history data based on the match progress data
(S312). The controlling unit 31 also updates the compe-
tition start/completion flag to 0 (S313). Then, the control-
ling unit 31 displays the match result screen 60 on the
display unit 37 (S314; refer to S105 of FIG. 4).
[0120] The competition start/completion flag is updat-
ed to 1 when the competition opponent guiding screen
45 is displayed (refer to S201 of FIG. 16). In addition, the
competition start/completion flag is updated to 0 when
the match result screen 60 is displayed (when the match
is completed to the last) (refer to S312 of FIG. 17). Be-
cause of this, when the competition (match) is ended
partway through the competition, the competition start/
completion flag stored in the memory card 34 is not up-
dated to 0 and remains at 1.
[0121] FIG. 18 is a flowchart showing a process exe-
cuted by each game device 30 when the menu screen
40 is displayed (refer to S101 of FIG. 4).
[0122] As shown in FIG. 18, first, the controlling unit
31 judges whether or not the competition start/completion
flag is 1 (S401). As described above, the case where the
competition start/completion flag is 1 is a case where the
previous competition (match) has ended partway through
the competition. That is, in S401, it is judged whether or
not the previous competition (match) has ended partway
through the competition.
[0123] When the competition start/completion flag is
1, the controlling unit 31 adds 1 to the number of partway
ends maintained in the total competition record data
(S402). Then, the controlling unit 31 judges whether or
not the intentional disconnection flag is 1 (S403).
[0124] Here, a case where it is judged in S403 that the
intentional disconnection flag is 1 is the case where the
previous competition has ended in a situation in which it
is speculated that the possibility that the user intentionally
disconnects the power supply or communication connec-
tion of the game device 30 is high. In other words, the
case where it is judged in S403 that the intentional dis-
connection flag is 1 is the case where the possibility that
the cause of the partway end of the previous competition
is the disconnection of the power supply or communica-
tion connection of the game device 30 by the user during
the competition is high.
[0125] In this case, the controlling unit 31 updates the
total competition record maintained in the total competi-
tion record data (S404). That is, 1 is added to the number
of competitions and to the number of losses. The con-
trolling unit 31 also sets a time limit for competition re-
striction (S405). For example, the time limit for competi-
tion restriction is set to 3 days later from the current date
and time. Then, the time limit for competition restriction
is stored in the game card 34 (refer to FIG. 19). The con-
trolling unit 31 also initializes the competition start/com-
pletion flag and the intentional disconnection flag to 0
(S406). Then, the controlling unit 31 displays the restrict-
ed menu screen (refer to FIG. 15) on the display unit 37
(S407).

[0126] The case where it is judged in S403 that the
intentional disconnection flag is not 1, on the other hand,
is a case where the previous competition has ended in
a situation in which it is speculated that the possibility
that the user intentionally disconnects the power supply
or communication connection of the game device 30 is
low. In other words, the case where it is judged in S403
that the intentional disconnection flag is not 1 is the case
where the possibility that the cause of the partway end
of the previous competition is disconnection of the power
supply or communication connection of the game device
30 during the competition by the user is low. That is, the
case where it is judged in S403 that the intentional dis-
connection flag is not 1 is the case where the possibility
that the cause of the partway end of the previous com-
petition is, for example, occurrence of failure in the com-
munication network 12 is high or the case where the pos-
sibility that the cause of the partway end of the previous
competition is intentional disconnection of the power sup-
ply or communication connection of the game device 30
by the competition opponent is high.
[0127] In this case, the controlling unit 31 initializes the
competition start/completion flag to 0 (S408). Then, the
controlling unit 31 displays the normal menu screen (refer
to FIG. 5) on the display unit 37 (S409).
[0128] In addition, when it is judged in S401 that the
competition start/completion flag is not 1, the controlling
unit 31 judges whether or not the time limit for competition
restriction is set (S410). Specifically, the controlling unit
31 judges whether or not the time limit for competition
restriction is stored in the game card 34. When the time
limit for competition restriction is not set, the controlling
unit 31 displays the normal menu screen on the display
unit 37 (S409). When, on the other hand, the time limit
for competition restriction is set, the controlling unit 31
judges whether or not the time limit for competition re-
striction has elapsed (S411). For example, in the case
where the time limit for competition restriction is set to
July 29, 2007 as shown in FIG. 19, the controlling unit
31 judges whether or not July 29, 2007 has passed (that
is, whether or not the current date is July 30, 2007 or
later). When the time limit for competition restriction has
not elapsed, the controlling unit 31 displays the restricted
menu screen on the display unit 37 (S407). When the
time limit for competition restriction is set at July 29, 2007
as shown in FIG. 19, for example, a message guiding
the user to wait for the next competition until July 30,
2007 (that is, after July 29, 2007, has passed) is displayed
on the restricted menu screen, as shown in FIG. 15.
[0129] When, on the other hand, the time limit for com-
petition restriction has elapsed, the controlling unit 31
clears the time limit for competition restriction (S412).
Specifically, the controlling unit 31 deletes the time limit
for competition restriction stored in the game card 34 .
Then, the controlling unit 31 displays the normal menu
screen on the display unit 37 (S409).
[0130] In the network game system 10 described
above, a plurality of judgment standards for judging
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whether or not the user has intentionally disconnected
the power supply or communication connection of the
game device 30 during the competition are stored (refer
to FIGS. 13 and 14). When the competition has ended
partway through the competition, it is judged whether or
not the user has intentionally disconnected the power
supply or communication connection of the game device
30 during the competition based on the judgment result
of whether or not each of the plurality of judgment stand-
ards is satisfied at the end of the competition (at the time
of disconnection of the power supply or communication
connection). With the network game system 10, it is pos-
sible to judge whether or not the user has intentionally
disconnected the power supply or communication con-
nection of the game device 30 during the competition.
[0131] In addition, in the network game system 10, a
point is set to each of the plurality of judgment standards
(refer to FIGs. 13 and 14). When the competition has
ended partway through the competition, a total of points
correlated to the judgment standards, among the plurality
of judgment standards, that are judged as being satisfied
at the time of ending of the competition (at the time of
disconnection of the power supply or communication
connection) is acquired. When the total of the points is
greater than or equal to a predetermined reference value,
it is judged that the user has intentionally disconnected
the power supply or communication connection of the
game device 30 during the competition. With the network
game system 10, it is possible to set a weight to each of
the plurality of judgment standards. As a result, it is pos-
sible to improve the precision of the judgment of whether
or not the user has intentionally disconnected the power
supply or communication connection of the game device
30 during the competition.
[0132] In addition, in the network game system 10,
when it is judged that the user has intentionally discon-
nected the power supply or communication connection
of the game device 30 during the competition, an alert
message is displayed on the menu screen 40 (refer to
FIG. 15). With the network game system 10, it is possible
to promote the user to not intentionally disconnect the
power supply or communication connection of the game
device 30 during the competition.
[0133] Moreover, in the network game system 10,
when it is judged that the user has intentionally discon-
nected the power supply or communication connection
of the game device 30 during the competition, the user
is prohibited from competing against other users until the
time limit for competition restriction is passed (refer to
FIG. 15). With the network game system 10, it is possible
to promote the user to not intentionally disconnect the
power supply or communication connection of the game
device 30 during the competition.
[0134] Furthermore, in the network game system 10,
when it is judged that the user has intentionally discon-
nected the power supply or communication connection
of the game device 30 during the competition, the number
of losses of the user is increased (refer to S404 of FIG.

18). Because of this, it is meaningless for the user to
intentionally disconnect the power supply or communi-
cation connection of the game device 30 during the com-
petition in hopes of avoiding the loss. With the network
game system 10, it is possible to promote the user to not
intentionally disconnect the power supply or communi-
cation connection of the game device 30 during the com-
petition
[0135] The present invention is not limited to the em-
bodiment described above.
[0136] For example, the point amount P104 corre-
sponding to the condition of ID "104" may be set to vary
according to the number of consecutive wins of the user.
Similarly, the point amount P105 corresponding to the
condition of ID "105" may be set to vary according to the
number of consecutive matches of no conceded scores.
[0137] Alternatively, for example, in S204 of FIG. 16,
1 may be added to the value of the variable Pa. In this
case, the variable Pa indicates the number of conditions,
among the conditions of IDs "101" - "110", satisfied by
the total competition record of the user, the user team,
or the competition opponent team. Alternatively, in S305
of FIG. 15, 1 may be added to the value of the variable
Pb. In this case, the value of the variable Pb indicates a
number of conditions, among the conditions of IDs "201"
- "217", that are satisfied by the game status at that point.
In this manner, the point acquiring unit 78a may acquire,
as the point amount, the number of conditions, among
the plurality of conditions stored in the condition storage
70c, that are judged to be satisfied. When many condi-
tions among the plurality of conditions stored in the con-
dition storage 70c are satisfied, it may be considered that
the possibility that the user has disconnected the power
supply or communication connection of the game device
30 is high. Therefore, with such a configuration also, it is
possible to judge whether or not the user has intentionally
disconnected the power supply or communication con-
nection of the game device 30 during the competition.
[0138] Alternatively, for example, the values of the var-
iables Pa and Pb may be stored in the game card 34 in
place of the intentional disconnection flag. Alternatively,
the total sum of the variables Pa and Pb may be stored
in the game card 34. In this case, the processes of S308
- S310 in the process of FIG. 17 can be omitted. In ad-
dition, in the process of S403 of FIG. 18, it is judged
whether or not the total sum of the variables Pa and Pb
is greater than or equal to the predetermined reference
point amount Pc. When the total sum of the variables Pa
and Pb is greater than or equal to the predetermined
reference point amount Pc, the processes of S404 - S407
are executed. When, on the other hand, the total sum of
the variables Pa and Pb is less than the predetermined
reference point amount Pc, the processes of S408 - S409
are executed.
[0139] Alternatively, for example, judgment result data
indicating the judgment result in S203 of FIG. 16 and
S304 of FIG. 17 may be stored in the game card 34 in
place of the intentional disconnection flag. FIG. 20 shows
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an example of the judgment result data. A "judgment re-
sult flag" has a value of 0 or 1, The value of "0" indicates
that the condition is not satisfied and the value of "1"
indicates that the condition is satisfied. In this case, in
S403 of FIG. 18, the following process is executed. Spe-
cifically, first, the values of the variables Pa and Pb are
acquired based on the judgment result data. Then, it is
judged whether or not the total sum of the variables Pa
and Pb is greater than or equal to the predetermined
reference point amount Pc. When the total sum of the
variables Pa and Pb is greater than or equal to the pre-
determined reference point amount Pc, the processes of
S404 - S407 are executed. When, on the other hand, the
total sum of the variables Pa and Pb is less than the
predetermined reference point amount Pc, the processes
of S408 - S409 are executed.
[0140] Alternatively, the value of the variable Pa and
the game status data may be stored in the game card 34
in place of the intentional disconnection flag. In this case,
the processes of S303 - S310 in the process of FIG. 17
can be omitted. In this case, in S403 of FIG. 18, the fol-
lowing process is executed. Specifically, it is judged
whether or not the conditions of IDs "201" - "217" are
satisfied based on the game status data stored in the
game card 34. In this case, because the game status
data at the time of the end of the previous competition is
stored in the game card 34, it is judged whether or not
the game status at the time of the end of the previous
competition satisfies the conditions of IDs "201" - "217".
Then, the point amount Pb corresponding to the judg-
ment results of the conditions of the IDs "201" - "217" is
acquired. It is then judged whether or not the total sum
of the variables Pa and Pb is greater than or equal to the
predetermined reference point amount Pc. When the to-
tal sum of the variables Pa and Pb is greater than or equal
to the predetermined reference point amount Pc, the
processes of S404 - S407 are executed. When, on the
other hand, the total sum of the variables Pa and Pb is
less than the predetermined reference point amount Pc,
the processes of S408 - S409 are executed.
[0141] Alternatively, for example, when it is judged in
S403 of FIG. 18 that the intentional disconnection flag is
1, the team data of the user may be updated in S405 in
place of setting the time limit for competition restriction.
In this manner, for example, the predetermined process
executing unit 78 may update the ability parameter or
condition parameter of the player object 56 belonging to
the user team so that the ability of the player object 56
is reduced.
[0142] Alternatively, for example, in place of the con-
figuration where one of the game device 30 of the user
and the game device 30 of the competition opponent
plays the role of the game server, a configuration may
be employed in which the network game management
device 20 (or another server computer) plays the role of
the game server. In this case, the game status data is
stored in the network game management device 20, and
copies of the game status data are stored in the game

devices 30 of the user and of the competition opponent.
In addition, the operation content executed in each game
device 30 is notified to the network game management
device 20 through the communication network 12. In the
network game management device 20, the game status
data is updated based on the operation content executed
in each game device 30. Then, the game status update
data indicating the update content of the game status
data is transmitted to the game devices 30. In this case,
the total competition record storage 70a, the game status
data storage 70b, the condition storage 70c, the partway-
end judging unit 74, the condition judging unit 76, and
the predetermined process executing unit 78 may be re-
alized in the network game management device 20. The
predetermined process executing unit 78 may return,
when the user logs in the network game system 10 or
when the competition request data is received from the
user, an alert message to the game device 30 of the user.
Alternatively, the predetermined process executing unit
78 may be configured to not accept the log-in request
data or competition request data of the user until the time
limit for competition restriction is elapsed.
[0143] Alternatively, the network game provided in the
network game system 10 may be a game other than the
soccer game (such as, for example, a mahjong game or
a fighting game). For example, when the network game
provided in the network game system 10 is a fighting
game of three rounds, the conditions for judging whether
or not the user has disconnected the power supply or
communication connection of the game device 30 during
the competition may include, for example, a condition for
judging whether or not a stamina parameter of the char-
acter of the competition opponent is greater than the
stamina parameter of the character of the user, and a
condition for judging whether or not the number of wins
of the competition opponent is greater than the number
of wins of the user. Alternatively, for example, the network
game provided in the network game system 10 may be
a game in which three or more users participate.

Claims

1. A network game system (10) which executes a net-
work game in which a plurality of users compete
through a communication network (12), the network
game system (10) comprising:

game status data storage means (70b) for stor-
ing game status data which indicates a game
status of the network game;
condition storage means (70c) for storing a plu-
rality of game status conditions related to the
game status;
condition judging means (76) for judging, based
on the game status data stored in the game sta-
tus data storage means (70b), whether or not
the game status satisfies each of the plurality of
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game status conditions stored in the condition
storage means (70c);
partway-end judging means (74) for judging
whether or not the competition has ended part-
way through the competition, wherein it is judged
whether or not the user has intentionally discon-
nected a power supply or communication con-
nection of a game device (30) during the com-
petition based on the judgment result of whether
or not each of the plurality of judgment standards
is satisfied at the end of the competition, wherein
a total of points correlated to the judgment stand-
ards among the plurality of judgment standards
that are judged as being satisfied at the time of
ending of the competition is acquired, and the
total of points is compared with a predetermined
reference result so as to judge whether or not
the user has intentionally disconnected the pow-
er supply or communication connection of the
game device (30) during the competition, each
of the plurality standards being set with a weight;
and
predetermined process executing means (74)
for executing, in a case where the competition
has ended partway through the competition, a
predetermined process based on a judgment re-
sult of whether or not the game status at the time
when the competition has ended partway
through the competition satisfies each of the plu-
rality of game status conditions stored in the con-
dition storage means (70c), the predetermined
process including at least one of a process to
output a predetermined message to the user, a
process to restrict competition by the user, and
a process to increase the number of losses of
the user.

2. The network game system (10) according to Claim
1, further comprising:

numerical value acquiring means (78a) for ac-
quiring a numerical value corresponding to the
judgment result by the condition judging means
(76); and
comparing means (78b) for comparing, with a
predetermined reference value, the numerical
value corresponding to the judgment result of
whether or not the game status at the time when
the competition has ended partway through the
competition satisfied each of the plurality of
game status conditions stored in the condition
storage means (70c), wherein
the predetermined process executing means
(74) executes the predetermined process based
on a comparison result by the comparing means
(78b) in the case where the competition has end-
ed partway through the competition.

3. The network game system (10) according to Claim
2, further comprising:

base numerical value storage means for storing
a base numerical value in correspondence with
each of the plurality of game status conditions
stored in the condition storage means (70c),
wherein
the numerical value acquiring means (78a) ac-
quires the numerical value by executing a pre-
determined calculation process based on the
base numerical value stored in correspondence
with the game status condition satisfied by the
game status among the plurality of game status
conditions stored in the condition storage means
(70c).

4. The network game system (10) according to Claim
2, wherein
the condition judging means (76) judges, in a case
where the game status data stored in the game sta-
tus data storage means (70b) is updated, whether
or not the game status indicated by the game status
data satisfies each of the plurality of game status
conditions stored in the condition storage means
(70c),
the numerical value acquiring means (78a) acquires,
in a case where the judgment by the condition judg-
ing means (76) is executed, the numerical value cor-
responding to the judgment result,
the comparing means (78b) compares, in a case
where the numerical value acquiring means (78a)
acquires the numerical value, the numerical value
with the predetermined reference value, and stores
the comparison result in a non-volatile storage
means, and
the predetermined process executing means (74)
executes the predetermined process based on the
comparison result stored in the non-volatile storage
means in the case where the competition has ended
partway through the competition.

5. The network game system (10) according to Claim
2, wherein
the condition judging means (76) judges, in a case
where the game status data stored in the game sta-
tus data storage means (70b) is updated, whether
or not the game status indicated by the game status
data satisfies each of the plurality of game status
conditions stored in the condition storage means
(70c),
the numerical value acquiring means (78a) acquires,
in a case where the judgment by the condition judg-
ing means (76) is executed, the numerical value cor-
responding to the judgment result, and stores the
numerical value in a non-volatile storage means, and
the comparing means (78b) compares, in the case
where the competition has ended partway through
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the competition, the numerical value stored in the
non-volatile storage means with the predetermined
reference value.

6. The network game system (10) according to Claim
2, wherein
the condition judging means (76) judges, in a case
where the game status data stored in the game sta-
tus data storage means (70b) is updated, whether
or not the game status indicated by the game status
data satisfies each of the plurality of game status
conditions stored in the condition storage means
(70c), and stores the judgment result in a non-volatile
storage means, and
the numerical value acquiring means (78a) acquires,
in the case where the competition has ended partway
through the competition, the numerical value corre-
sponding to the judgment result stored in the non-
volatile storage means.

7. The network game system (10) according to Claim
2, wherein
the game status data storage means (70b) is a non-
volatile storage means, and
the condition judging means (76) judges, in the case
where the competition has ended partway through
the competition, whether or not the game status in-
dicated by the game status data stored in the game
status data storage means (70b) satisfies each of
the plurality of game status conditions stored in the
condition storage means (70c).

8. A method of controlling a network game system (10)
which executes a network game in which a plurality
of users compete through a communication network
(12), the method comprising:

a step in which stored content of game status
data storage means (70b) for storing game sta-
tus data which indicates a game status of the
network game is read;
a step in which stored content of condition stor-
age means (70c) for storing a plurality of game
status conditions related to the game status is
read;
a condition judging step in which it is judged,
based on the game status data stored in the
game status data storage means (70b), whether
or not the game status satisfies each of the plu-
rality of game status conditions stored in the con-
dition storage means (70c);
a partway-end judging step in which it is judged
whether or not the competition has ended part-
way through the competition, wherein it is judged
whether or not the user has intentionally discon-
nected a power supply or communication con-
nection of a game device (30) during the com-
petition based on the judgment result of whether

or not each of the plurality of judgment standards
is satisfied at the end of the competition, wherein
a total of points correlated to the judgment stand-
ards among the plurality of judgment standards
that are judged as being satisfied at the time of
ending of the competition is acquired, and the
total of points is compared with a predetermined
reference result so as to judge whether or not
the user has intentionally disconnected the pow-
er supply or communication connection of the
game device (30) during the competition, each
of the plurality standards being set with a weight;
and
a predetermined process executing step in
which a predetermined process is executed, in
a case where the competition has ended part-
way through the competition, based on a judg-
ment result of whether or not the game status
at the time when the competition has ended part-
way through the competition satisfies each of
the plurality of game status conditions stored in
the condition storage, the predetermined proc-
ess including at least one of a process to output
a predetermined message to the user, a process
to restrict competition by the user, and a process
to increase the number of losses of the user.

9. A program for causing a computer to function as a
network game system (10) which executes a network
game in which a plurality of users compete through
a communication network (12), and the program fur-
ther causing the computer to function as:

means for reading stored content of game status
data storage means (70b) for storing game sta-
tus data which indicates a game status of the
network game;
means for reading stored content of a condition
storage means (70c) for storing a plurality of
game status conditions related to the game sta-
tus;
condition judging means (76) for judging, based
on the game status data stored in the game sta-
tus data storage means (70b), whether or not
the game status satisfies each of the plurality of
game status conditions stored in the condition
storage means (70c);
partway-end judging means (74) for judging
whether or not the competition has ended part-
way through the competition, wherein it is judged
whether or not the user has intentionally discon-
nected a power supply or communication con-
nection of a game device (30) during the com-
petition based on the judgment result of whether
or not each of the plurality of judgment standards
is satisfied at the end of the competition, wherein
a total of points correlated to the judgment stand-
ards among the plurality of judgment standards
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that are judged as being satisfied at the time of
ending of the competition is acquired, and the
total of points is compared with a predetermined
reference result so as to judge whether or not
the user has intentionally disconnected the pow-
er supply or communication connection of the
game device (30) during the competition, each
of the plurality standards being set with a weight;
and
predetermined process executing means (74)
for executing, in a case were the competition
has ended partway through the competition, a
predetermined process based on a judgment re-
sult of whether or not the game status at the time
when the competition has ended partway
through the competition satisfies each of the plu-
rality of game status conditions stored in the con-
dition storage means (70c), the predetermined
process including at least one of a process to
output a predetermined message to the user, a
process to restrict competition by the user, and
a process to increase the number of losses of
the user.

10. A computer-readable information storage medium
which stores a program for causing a computer to
function as a network game system (10) which exe-
cutes a network game in which a plurality of users
compete through a communication network (12),
and the program further causing the computer to
function as:

means for reading stored content of a game sta-
tus data storage means (70b) for storing game
status data which indicates a game status of the
network game;
means for reading stored content of a condition
storage means (70c) for storing a plurality of
game status conditions related to the game sta-
tus;
condition judging means (76) for judging, based
on the game status data stored in the game sta-
tus data storage means (70b), whether or not
the game status satisfies each of the plurality of
game status conditions stored in the condition
storage means (70c);
partway-end judging means (74) for judging
whether or not the competition has ended part-
way through the competition, wherein it is judged
whether or not the user has intentionally discon-
nected a power supply or communication con-
nection of a game device (30) during the com-
petition based on the judgment result of whether
or not each of the plurality of judgment standards
is satisfied at the end of the competition, wherein
a total of points correlated to the judgment stand-
ards among the plurality of judgment standards
that are judged as being satisfied at the time of

ending of the competition is acquired, and the
total of points is compared with a predetermined
reference result so as to judge whether or not
the user has intentionally disconnected the pow-
er supply or communication connection of the
game device (30) during the competition, each
of the plurality standards being set with a weight;
and
predetermined process executing means (74)
for executing, in a case where the competition
has ended partway through the competition, a
predetermined process based on a judgment re-
sult of whether or not the game status at the time
when the competition has ended partway
through the competition satisfies each of the plu-
rality of game status conditions stored in the con-
dition storage means (70c), the predetermined
process including at least one of a process to
output a predetermined message to the user, a
process to restrict competition by the user, and
a process to increase the number of losses of
the user.

Patentansprüche

1. Ein Netzwerkspielsystem (10), das ein Netzwerk-
spiel ausführt, in dem eine Vielzahl an Benutzern
über ein Kommunikationsnetz (12) gegeneinander
antreten, wobei das Netzwerkspielsystem (10) Fol-
gendes umfasst:

ein Spielstatusdaten-Speicherungsmittel (70b),
zur Speicherung der Spielstatusdaten, die einen
Spielstatus des Netzwerkspiels angeben;
ein Bedingungen-Speicherungsmittel (70c), zur
Speicherung einer Vielzahl an Spielstatus-Be-
dingungen, die den Spielstatus betreffen;
ein Bedingung-Beurteilungsmittel (76), zur Be-
urteilung der Frage, anhand der im Spielstatus-
daten-Speicherungsmittel (70b) gespeicherten
Spielstatusdaten, ob der Spielstatus jede aus
der Vielzahl an im Bedingungen-Speicherungs-
mittel (70c) gespeicherten Spielstatus-Bedin-
gungen erfüllt oder nicht erfüllt;
ein Mittel (74) zur Beurteilung eines vorzeitigen
Endes, zur Beurteilung der Frage, ob der Wett-
kampf vorzeitig geendet ist oder nicht, wobei be-
urteilt wird, ob der Benutzer eine Stromversor-
gung oder eine Kommunikationsverbindung der
Spielvorrichtung (30) während des Wettkampfs
absichtlich getrennt hat oder nicht, und zwar an-
hand des Beurteilungsergebnisses der Frage,
ob jeder aus der Vielzahl an Beurteilungsstan-
dards am Ende des Wettkampfes erfüllt ist, wo-
bei eine mit den zum Zeitpunkt der Endigung
des Wettkampfes als erfüllt bewertete Beurtei-
lungsstandards aus der Vielzahl an Beurtei-
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lungsstandards, zusammenhängende Gesamt-
punktzahl erfasst wird, und wobei die Gesamt-
punktzahl mit einem vorbestimmten Referenz-
ergebnis verglichen wird, um zu beurteilen, ob
der Benutzer die Stromversorgung oder die
Kommunikationsverbindung der Spielvorrich-
tung (30) während des Wettkampfs absichtlich
getrennt hat oder nicht, wobei jeder Standard
aus der Vielzahl an Standards mit einer Gewich-
tung versehen wird; und
ein Mittel (74) zur Ausführung eines vorbe-
stimmten Prozesses, zur Ausführung eines vor-
bestimmten Prozesses im Falle einer vorzeiti-
gen Endigung des Wettkampfes, und zwar an-
hand eines Beurteilungsergebnisses der Frage,
ob der Spielstatus zum Zeitpunkt der vorzeitigen
Endigung des Wettkampfes jede aus der Viel-
zahl an im Bedingungen-Speicherungsmittel
(70c) gespeicherten Spielstatus-Bedingungen
erfüllt oder nicht erfüllt, wobei der vorbestimmte
Prozess mindestens einen Prozess aus den Fol-
genden umfasst, einen Prozess zur Ausgabe ei-
ner vorbestimmten Nachricht an den Benutzer,
einen Prozess zur Begrenzung des Wettkamp-
fes durch den Benutzer, und einen Prozess zur
Erhöhung der Anzahl an Verlusten des Benut-
zers.

2. Das Netzwerkspielsystem (10) nach Anspruch 1,
das des Weiteren Folgendes umfasst:

ein Mittel (78a) zur Erfassung von numerischen
Werten, zur Erfassung eines dem Beurteilungs-
ergebnis entsprechenden numerischen Wertes
durch das Bedingung-Beurteilungsmittel (76);
und
ein Vergleichsmittel (78b), zum Vergleich, mit
einem vorbestimmten Referenzwert, des nume-
rischen Wertes, der dem Ergebnis der Beurtei-
lung der Frage, ob der Spielstatus zum Zeitpunkt
der vorzeitigen Endigung des Wettkampfes jede
aus der Vielzahl an im Bedingungen-Speiche-
rungsmittel (70c) gespeicherten Spielstatus-Be-
dingungen erfüllt oder nicht erfüllt, wobei
das Mittel (74) zur Ausführung eines vorbe-
stimmten Prozesses den vorbestimmten Pro-
zess ausführt aufgrund eines Vergleichsergeb-
nisses durch das Vergleichsmittel (78b) im Falle
einer vorzeitigen Endigung des Wettkampfes.

3. Das Netzwerkspielsystem (10) nach Anspruch 2,
das des Weiteren Folgendes umfasst:

ein Mittel zur Speicherung von numerischen Ba-
siswerten, zur Speicherung eines numerischen
Basiswerts in Übereinstimmung mit jeder Spiel-
status-Bedingung aus der Vielzahl an im Bedin-
gungen-Speicherungsmittel (70c) gespeicher-

ten Spielstatus-Bedingungen, wobei
das Mittel (78a) zur Erfassung von numerischen
Werten den numerischen Wert erfasst, indem
ein vorbestimmter Berechnungsprozess ausge-
führt wird, der auf dem numerischen Basiswert
beruht, der im Zusammenhang mit der Spielsta-
tus-Bedingung gespeichert ist, die durch den
aus der Vielzahl an Spielstatusbedingungen im
Bedingungen-Speicherungsmittel (70c) gespei-
cherten Spielstatus, erfüllt ist.

4. Das Netzwerkspielsystem (10) nach Anspruch 2,
wobei
das Bedingung-Beurteilungsmittel (76) beurteilt, im
Falle dass die im Spielstatusdaten-Speicherungs-
mittel (70b) gespeicherten Spielstatusdaten aktuali-
siert werden, ob der durch die Spielstatusdaten an-
gegebene Spielstatus die jede aus der Vielzahl an
im Bedingungen-Speicherungsmittel (70c) gespei-
cherten Spielstatus-Bedingungen erfüllt, wobei
das Mittel (78a) zur Erfassung von numerischen
Werten, falls die Beurteilung durch das Bedingung-
Beurteilungsmittel (76) ausgeführt wird, den nume-
rischen Wert, der dem Ergebnis der Beurteilung ent-
spricht, erfasst, wobei
das Vergleichsmittel (78b) vergleicht, falls das Mittel
(78a) zur Erfassung von numerischen Werten den
numerischen Wert erfasst, den numerischen Wert
mit dem vorbestimmten Referenzwert, und speichert
das Ergebnis des Vergleichs in ein nichtflüchtiges
Speicherungsmittel, und wobei
das Mittel (74) zur Ausführung eines vorbestimmten
Prozesses den vorbestimmten Prozess aufgrund
des im nichtflüchtigen Speicherungsmittel gespei-
cherten Vergleichsergebnisses ausführt, falls der
Wettkampf vorzeitig geendet ist.

5. Das Netzwerkspielsystem (10) nach Anspruch 2,
wobei
das Bedingung-Beurteilungsmittel (76) beurteilt,
falls die im Spielstatusdaten-Speicherungsmittel
(70b) gespeicherten Spielstatusdaten aktualisiert
werden, ob der durch die Spielstatusdaten angege-
bene Spielstatus jede aus der Vielzahl an im Bedin-
gungen-Speicherungsmittel (70c) gespeicherten
Spielstatus-Bedingungen erfüllt oder nicht erfüllt;
wobei
das Mittel (78a) zur Erfassung von numerischen
Werten, falls die Beurteilung durch das Bedingung-
Beurteilungsmittel (76) ausgeführt wird, den dem
Beurteilungsergebnis entsprechenden numeri-
schen Wert erfasst, und den numerischen Wert in
ein nichtflüchtiges Speicherungsmittel speichert,
und wobei
das Vergleichsmittel (78b), falls der Wettkampf vor-
zeitig geendet ist, den im nichtflüchtigen Speiche-
rungsmittel gespeicherten numerischen Wert mit
dem vorbestimmten Referenzwert vergleicht.
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6. Das Netzwerkspielsystem (10) nach Anspruch 2,
wobei
das Bedingung-Beurteilungsmittel (76) beurteilt,
falls die im Spielstatusdaten-Speicherungsmittel
(70b) gespeicherten Spielstatusdaten aktualisiert
werden, ob der durch die Spielstatusdaten angege-
bene Spielstatus jede aus der Vielzahl an im Bedin-
gungen-Speicherungsmittel (70c) gespeicherten
Spielstatus-Bedingungen erfüllt oder nicht erfüllt,
und das Beurteilungsergebnis in ein nichtflüchtiges
Speicherungsmittel speichert, und wobei
das Mittel (78a) zur Erfassung von numerischen
Werten, falls der Wettkampf vorzeitig geendet ist,
den numerischen Wert, der dem im nichtflüchtigen
Speicherungsmittel gespeicherten Beurteilungser-
gebnis entspricht, erfasst.

7. Das Netzwerkspielsystem (10) nach Anspruch 2,
wobei
das Spielstatusdaten-Speicherungsmittel (70b) ein
nichtflüchtiges Speicherungsmittel ist, und wobei
das Bedingung-Beurteilungsmittel (76) beurteilt,
falls der Wettkampf vorzeitig geendet ist, ob der
durch die im Spielstatusdaten-Speicherungsmittel
(70b) gespeicherten Spielstatusdaten angegebene
Spielstatus jede aus der Vielzahl an im Bedingun-
gen-Speicherungsmittel (70c) gespeicherten Spiel-
status-Bedingungen erfüllt oder nicht erfüllt;

8. Ein Verfahren zur Steuerung eines Netzwerkspiel-
systems (10), das ein Netzwerkspiel ausführt, in dem
eine Vielzahl an Benutzern über ein Kommunikati-
onsnetz (12) gegeneinander antreten, wobei das
Verfahren Folgendes umfasst:

einen Schritt, bei dem ein gespeicherter Inhalt
des Spielstatusdaten-Speicherungsmittels
(70b), zur Speicherung der Spielstatusdaten,
die einen Spielstatus des Netzwerkspiels ange-
ben, gelesen wird;
einen Schritt, bei dem ein gespeicherter Inhalt
des Bedingungen-Speicherungsmittels (70c),
zur Speicherung einer Vielzahl an Spielstatus-
Bedingungen, die den Spielstatus betreffen, ge-
lesen werden;
einen Bedingung-Beurteilungsschritt, bei dem
anhand der im Spielstatusdaten-Speicherungs-
mittel (70b) gespeicherten Spielstatusdaten be-
urteilt wird, ob der Spielstatus jede aus der Viel-
zahl an im Bedingungen-Speicherungsmittel
(70c) gespeicherten Spielstatus-Bedingungen
erfüllt oder nicht erfüllt;
einen Beurteilungsschritt des vorzeitigen En-
des, bei dem beurteilt wird, ob der Wettkampf
vorzeitig geendet ist, wobei beurteilt wird, ob der
Benutzer eine Stromversorgung oder eine Kom-
munikationsverbindung der Spielvorrichtung
(30) während des Wettkampfs absichtlich ge-

trennt hat oder nicht, und zwar anhand des Be-
urteilungsergebnisses der Frage, ob jeder aus
der Vielzahl an Beurteilungsstandards am Ende
des Wettkampfes erfüllt ist, wobei eine mit den
zum Zeitpunkt der Endigung des Wettkampfes
als erfüllt bewertete Beurteilungsstandards aus
der Vielzahl an Beurteilungsstandards, zusam-
menhängende Gesamtpunktzahl erfasst wird,
und wobei die Gesamtpunktzahl mit einem vor-
bestimmten Referenzergebnis verglichen wird,
um zu beurteilen, ob der Benutzer die Stromver-
sorgung oder die Kommunikationsverbindung
der Spielvorrichtung (30) während des Wett-
kampfs absichtlich getrennt hat oder nicht, wo-
bei jeder Standard aus der Vielzahl an Stan-
dards mit einer Gewichtung versehen wird; und
einen Schritt zur Ausführung eines vorbestimm-
ten Prozesses, bei dem ein vorbestimmter Pro-
zess ausgeführt wird im Falle einer vorzeitigen
Endigung des Wettkampfes, und zwar anhand
eines Beurteilungsergebnisses der Frage, ob
der Spielstatus zum Zeitpunkt der vorzeitigen
Endigung des Wettkampfes jede aus der Viel-
zahl an im Bedingungen-Speicher gespeicher-
ten Spielstatus-Bedingungen erfüllt oder nicht
erfüllt, wobei der vorbestimmte Prozess minde-
stens einen Prozess aus den Folgenden um-
fasst, einen Prozess zur Ausgabe einer vorbe-
stimmten Nachricht an den Benutzer, einen Pro-
zess zur Begrenzung des Wettkampfes durch
den Benutzer, und einen Prozess zur Erhöhung
der Anzahl an Verlusten des Benutzers.

9. Ein Programm, das bewirken soll, dass ein Compu-
ter als Netzwerkspielsystem (10) funktioniert, das
ein Netzwerkspiel ausführt, in dem eine Vielzahl an
Benutzern über ein Kommunikationsnetz (12) ge-
geneinander antreten, und wobei das Programm
den Computer des Weiteren dazu verleitet, als Fol-
gendes zu fungieren:

als Mittel um gespeicherten Inhalt eines Spiel-
statusdaten-Speicherungsmittels (70b), zur
Speicherung der Spielstatusdaten, die einen
Spielstatus des Netzwerkspiels angeben, zu le-
sen;
als Mittel um gespeicherten Inhalt eines Bedin-
gungen-Speicherungsmittel (70c), zur Speiche-
rung einer Vielzahl an Spielstatus-Bedingun-
gen, die den Spielstatus betreffen, zu lesen;
als Bedingung-Beurteilungsmittel (76), zur Be-
urteilung der Frage, anhand der im Spielstatus-
daten-Speicherungsmittel (70b) gespeicherten
Spielstatusdaten, ob der Spielstatus jede aus
der Vielzahl an im Bedingungen-Speicherungs-
mittel (70c) gespeicherten Spielstatus-Bedin-
gungen erfüllt oder nicht erfüllt;
als Mittel (74) zur Beurteilung eines vorzeitigen
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Endes, zur Beurteilung der Frage, ob der Wett-
kampf vorzeitig geendet ist oder nicht, wobei be-
urteilt wird, ob der Benutzer eine Stromversor-
gung oder eine Kommunikationsverbindung der
Spielvorrichtung (30) während des Wettkampfs
absichtlich getrennt hat oder nicht, und zwar an-
hand des Beurteilungsergebnisses der Frage,
ob jeder aus der Vielzahl an Beurteilungsstan-
dards am Ende des Wettkampfes erfüllt ist, wo-
bei eine mit den zum Zeitpunkt der Endigung
des Wettkampfes als erfüllt bewertete Beurtei-
lungsstandards aus der Vielzahl an Beurtei-
lungsstandards zusammenhängende Gesamt-
punktzahl erfasst wird, und wobei die Gesamt-
punktzahl mit einem vorbestimmten Referenz-
ergebnis verglichen wird, um zu beurteilen, ob
der Benutzer die Stromversorgung oder die
Kommunikationsverbindung der Spielvorrich-
tung (30) während des Wettkampfs absichtlich
getrennt hat oder nicht, wobei jeder Standard
aus der Vielzahl an Standards mit einer Gewich-
tung versehen wird; und
als Mittel (74) zur Ausführung eines vorbe-
stimmten Prozesses, zur Ausführung eines vor-
bestimmten Prozesses im Falle einer vorzeiti-
gen Endigung des Wettkampfes, und zwar an-
hand eines Beurteilungsergebnisses der Frage,
ob der Spielstatus zum Zeitpunkt der vorzeitigen
Endigung des Wettkampfes jede aus der Viel-
zahl an im Bedingungen-Speicherungsmittel
(70c) gespeicherten Spielstatus-Bedingungen
erfüllt oder nicht erfüllt, wobei der vorbestimmte
Prozess mindestens einen Prozess aus den Fol-
genden umfasst, einen Prozess zur Ausgabe ei-
ner vorbestimmten Nachricht an den Benutzer,
einen Prozess zur Begrenzung des Wettkamp-
fes durch den Benutzer, und einen Prozess zur
Erhöhung der Anzahl an Verlusten des Benut-
zers.

10. Ein computerlesbares Informationsspeichermedi-
um, das ein Programm speichert, das bewirken soll,
dass ein Computer als Netzwerkspielsystem (10)
funktioniert, das ein Netzwerkspiel ausführt, in dem
eine Vielzahl an Benutzern über ein Kommunikati-
onsnetz (12) gegeneinander antreten, und wobei
das Programm den Computer des Weiteren dazu
verleitet, als Folgendes zu fungieren:

als Mittel um gespeicherten Inhalt eines Spiel-
statusdaten-Speicherungsmittels (70b), zur
Speicherung der Spielstatusdaten, die einen
Spielstatus des Netzwerkspiels angeben, zu le-
sen;
als Mittel um gespeicherten Inhalt eines Bedin-
gungen-Speicherungsmittels (70c), zur Spei-
cherung einer Vielzahl an Spielstatus-Bedin-
gungen, die den Spielstatus betreffen, zu lesen;

als Bedingung-Beurteilungsmittel (76), zur Be-
urteilung der Frage, anhand der im Spielstatus-
daten-Speicherungsmittel (70b) gespeicherten
Spielstatusdaten, ob der Spielstatus jede aus
der Vielzahl an im Bedingungen-Speicherungs-
mittel (70c) gespeicherten Spielstatus-Bedin-
gungen erfüllt oder nicht erfüllt;
als Mittel (74) zur Beurteilung eines vorzeitigen
Endes, zur Beurteilung der Frage, ob der Wett-
kampf vorzeitig geendet ist oder nicht, wobei be-
urteilt wird, ob der Benutzer eine Stromversor-
gung oder eine Kommunikationsverbindung der
Spielvorrichtung (30) während des Wettkampfs
absichtlich getrennt hat oder nicht, und zwar an-
hand des Beurteilungsergebnisses der Frage,
ob jeder aus der Vielzahl an Beurteilungsstan-
dards am Ende des Wettkampfes erfüllt ist, wo-
bei eine mit den zum Zeitpunkt der Endigung
des Wettkampfes als erfüllt bewertete Beurtei-
lungsstandards aus der Vielzahl an Beurtei-
lungsstandards zusammenhängende Gesamt-
punktzahl erfasst wird, und wobei die Gesamt-
punktzahl mit einem vorbestimmten Referenz-
ergebnis verglichen wird, um zu beurteilen, ob
der Benutzer die Stromversorgung oder die
Kommunikationsverbindung der Spielvorrich-
tung (30) während des Wettkampfs absichtlich
getrennt hat oder nicht, wobei jeder Standard
aus der Vielzahl an Standards mit einer Gewich-
tung versehen wird; und
als Mittel (74) zur Ausführung eines vorbe-
stimmten Prozesses, zur Ausführung eines vor-
bestimmten Prozesses im Falle einer vorzeiti-
gen Endigung des Wettkampfes, und zwar an-
hand eines Beurteilungsergebnisses der Frage,
ob der Spielstatus zum Zeitpunkt der vorzeitigen
Endigung des Wettkampfes jede aus der Viel-
zahl an im Bedingungen-Speicherungsmittel
(70c) gespeicherten Spielstatus-Bedingungen
erfüllt oder nicht erfüllt, wobei der vorbestimmte
Prozess mindestens einen Prozess aus den Fol-
genden umfasst, einen Prozess zur Ausgabe ei-
ner vorbestimmten Nachricht an den Benutzer,
einen Prozess zur Begrenzung des Wettkamp-
fes durch den Benutzer, und einen Prozess zur
Erhöhung der Anzahl an Verlusten des Benut-
zers.

Revendications

1. Système de jeu en réseau (10) qui exécute un jeu
en réseau, dans lequel une pluralité d’utilisateurs
sont en compétition via un réseau de communication
(12), le système de jeu en réseau (10) comprenant :

un moyen (70b) de stockage de données de sta-
tut de jeu, pour stocker des données de statut
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de jeu indiquant un statut de jeu du jeu en
réseau ;
un moyen (70c) de stockage de conditions (con-
ditions) pour stocker une pluralité de conditions
de statut de jeu liés au statut de jeu ;
un moyen (76) de jugement de condition, pour
juger, en fonction des données de statut de jeu
stockées dans le moyen (70b) de stockage de
données de statut de jeu, si le statut de jeu sa-
tisfait à chacune de la pluralité de conditions de
statut de jeu stockées dans le moyen (70c) de
stockage de conditions ;
un moyen (74) de jugement de terminaison a
mi-chemin, pour juger si la compétition est ter-
minée à mi-chemin au cours de la compétition,
sachant que l’on juge si l’utilisateur a volontai-
rement débranché une alimentation électrique
ou une connexion de communication du dispo-
sitif de jeu (30) pendant la compétition, en se
basant sur le résultat de jugement à propos de
la question de savoir si chacun de la pluralité de
standards de jugement est satisfait à la fin de la
compétition, sachant qu’un total de points cor-
rélé avec les standards de jugement parmi la
pluralité de standards de jugements qui sont ju-
gés satisfaits au moment de la terminaison de
la compétition est acquis, et que le total de points
est comparé avec un résultat de référence pré-
déterminé, de manière à juger si l’utilisateur a
volontairement débranché une alimentation
électrique ou une connexion de communication
du dispositif de jeu (30) pendant la compétition,
sachant que chacun de la pluralité de standards
est établi avec une pondération ; et
un moyen (74) d’exécution de processus prédé-
terminé, pour exécuter, au cas où la compétition
est terminée à mi-chemin au cours de la com-
pétition, un processus prédéterminé basé sur
un résultat de jugement à propos de la question
de savoir si le statut de jeu au moment de la
terminaison à mi-chemin au cours de la compé-
tition satisfait à chacune de la pluralité de con-
ditions de statut de jeu stockées dans le moyen
(70c) de stockage de conditions, le processus
prédéterminé comprenant au moins un proces-
sus des suivants : un processus de sortie d’un
message prédéterminé à l’utilisateur ; un pro-
cessus pour limiter la compétition par l’utilisa-
teur, et un processus pour accroître le nombre
de pertes de l’utilisateur.

2. Le système de jeu en réseau (10) d’après la reven-
dication 1, comprenant en outre :

un moyen d’acquisition (78a) de valeur numéri-
que, pour acquérir une valeur numérique cor-
respondant au résultat de jugement par le
moyen (76) de jugement de condition ; et

un moyen de comparaison (78b), pour comparer
avec une valeur de référence prédéterminée la
valeur numérique correspondant au résultat de
jugement à propos de la question de savoir si le
statut de jeu au moment de la terminaison à mi-
chemin au cours de la compétition satisfait à
chacune de la pluralité de conditions de statut
de jeu stockées dans le moyen (70c) de stocka-
ge de conditions, sachant que
le moyen (74) d’exécution de processus prédé-
terminé exécute le processus prédéterminé re-
posant sur le résultat de comparaison obtenu
par le moyen de comparaison (78b) au cas où
la compétition serait terminée à mi-chemin au
cours de la compétition.

3. Le système de jeu en réseau (10) d’après la reven-
dication 2, comprenant en outre :

un moyen de stockage de valeur numérique de
base, pour stocker une valeur numérique de ba-
se correspondant à chacune de la pluralité de
conditions de statut de jeu stockées dans le
moyen (70c) de stockage de conditions, sachant
que
le moyen d’acquisition (78a) de valeur numéri-
que acquiert la valeur numérique en exécutant
un processus de calcul prédéterminé reposant
sur la valeur numérique de base stockée en cor-
respondance avec la condition de statut de jeu
satisfaite par le statut de jeu parmi la pluralité
de conditions de statut de jeu stockées dans le
moyen (70c) de stockage de conditions.

4. Le système de jeu en réseau (10) d’après la reven-
dication 2, sachant que
le moyen (76) de jugement de condition juges, au
cas où les données de statut de jeu stockées dans
le moyen (70b) de stockage de données de statut
de jeu sont actualisées, si le statut de jeu indiqué
par les données de statut de jeu satisfait à chacune
de la pluralité de conditions de statut de jeu stockées
dans le moyen (70c) de stockage de conditions,
le moyen d’acquisition (78a) de valeur numérique
acquiert, au cas où le jugement effectué par le moyen
(76) de jugement de condition est exécuté, la valeur
numérique correspondant au résultat de jugement,
le moyen (78b) de comparaison compare, au cas où
le moyen (78a) d’acquisition de valeur numérique
acquiert la valeur numérique, la valeur numérique
avec la valeur de référence prédéterminée, et stocke
le résultat de comparaison dans un moyen de stoc-
kage non volatile, et
le moyen (74) d’exécution de processus prédétermi-
né exécute le processus prédéterminé en se fondant
sur le résultat de comparaison stocké dans le moyen
de stockage non volatile au cas où la compétition
est terminée à mi-chemin au cours de la compétition.

49 50 



EP 2 191 879 B1

27

5

10

15

20

25

30

35

40

45

50

55

5. Le système de jeu en réseau (10) d’après la reven-
dication 2, sachant que
le moyen (76) de jugement de condition juges, au
cas où les données de statut de jeu stockées dans
le moyen (70b) de stockage de données de statut
de jeu sont actualisées, si le statut de jeu indiqué
par les données de statut de jeu satisfait à chacune
de la pluralité de conditions de statut de jeu stockées
dans le moyen (70c) de stockage de conditions,
le moyen d’acquisition (78a) de valeur numérique
acquiert, au cas où le jugement effectué par le moyen
(76) de jugement de condition est exécuté, la valeur
numérique correspondant au résultat de jugement,
et stocke la valeur numérique dans un moyen de
stockage non volatile, et
le moyen (78b) de comparaison compare, au cas où
la compétition est terminée à mi-chemin au cours de
la compétition, la valeur numérique stockée dans le
moyen de stockage non volatile avec la valeur de
référence prédéterminée.

6. Le système de jeu en réseau (10) d’après la reven-
dication 2, sachant que
le moyen (76) de jugement de condition juges, au
cas où les données de statut de jeu stockées dans
le moyen (70b) de stockage de données de statut
de jeu sont actualisées, si le statut de jeu indiqué
par les données de statut de jeu satisfait à chacune
de la pluralité de conditions de statut de jeu stockées
dans le moyen (70c) de stockage de conditions, et
stocke le résultat de jugement dans un moyen de
stockage non volatile, et
le moyen d’acquisition (78a) de valeur numérique
acquiert, au cas où la compétition est terminée à mi-
chemin au cours de la compétition, la valeur numé-
rique correspondant au résultat de jugement stockée
dans le moyen de stockage non volatile.

7. Le système de jeu en réseau (10) d’après la reven-
dication 2, sachant que
le moyen (70b) de stockage de données de statut
de jeu est un moyen de stockage non volatile, et
le moyen (76) de jugement de condition juges, au
cas où la compétition est terminée à mi-chemin au
cours de la compétition, si le statut de jeu indiqué
par les données de statut de jeu stockées dans le
moyen (70b) de stockage de données de statut de
jeu satisfait à chacune de la pluralité de conditions
de statut de jeu stockées dans le moyen (70c) de
stockage de conditions.

8. Un procédé de commande de système de jeu en
réseau (10) qui exécute un jeu en réseau, dans le-
quel une pluralité d’utilisateurs sont en compétition
via un réseau de communication (12), le procédé
comprenant :

une étape, dans laquelle un contenu stocké d’un

moyen (70b) de stockage de données de statut
de jeu, pour stocker des données de statut de
jeu indiquant un statut de jeu du jeu en réseau,
est lu;
une étape, dans laquelle un contenu stocké d’un
moyen (70c) de stockage de conditions, pour
stocker une pluralité de conditions de statut de
jeu liés au statut de jeu, est lu ;
une étape de jugement de condition, dans la-
quelle on juge, en fonction des données de sta-
tut de jeu stockées dans le moyen (70b) de stoc-
kage de données de statut de jeu, si le statut de
jeu satisfait à chacune de la pluralité de condi-
tions de statut de jeu stockées dans le moyen
(70c) de stockage de conditions ;
une étape de jugement de terminaison a mi-che-
min, dans laquelle on juge si la compétition est
terminée à mi-chemin au cours de la compéti-
tion, sachant que l’on juge si l’utilisateur a vo-
lontairement débranché une alimentation élec-
trique ou une connexion de communication du
dispositif de jeu (30) pendant la compétition, en
se basant sur le résultat de jugement à propos
de la question de savoir si chacun de la pluralité
de standards de jugement est satisfait à la fin
de la compétition, sachant qu’un total de points
corrélé avec les standards de jugement parmi
la pluralité de standards de jugements qui sont
jugés satisfaits au moment de la terminaison de
la compétition est acquis, et que le total de points
est comparé avec un résultat de référence pré-
déterminé, de manière à juger si l’utilisateur a
volontairement débranché une alimentation
électrique ou une connexion de communication
du dispositif de jeu (30) pendant la compétition,
sachant que chacun de la pluralité de standards
est établi avec une pondération ; et
une étape d’exécution de processus prédéter-
miné, dans laquelle un processus prédéterminé
est exécuté au cas où la compétition est termi-
née à mi-chemin au cours de la compétition, re-
posant sur un résultat de jugement à propos de
la question de savoir si le statut de jeu au mo-
ment de la terminaison à mi-chemin au cours de
la compétition satisfait à chacune de la pluralité
de conditions de statut de jeu stockées dans le
stockage de conditions, le processus prédéter-
miné comprenant au moins un processus des
suivants : un processus de sortie d’un message
prédéterminé à l’utilisateur ; un processus pour
limiter la compétition par l’utilisateur, et un pro-
cessus pour accroître le nombre de pertes de
l’utilisateur.

9. Un programme amenant un ordinateur à fonctionner
comme système de jeu en réseau (10) qui exécute
un jeu en réseau, dans lequel une pluralité d’utilisa-
teurs sont en compétition via un réseau de commu-
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nication (12), et le programme amenant en outre l’or-
dinateur à fonctionner comme :

moyen pour lire un contenu stocké d’un moyen
(70b) de stockage de données de statut de jeu,
pour stocker des données de statut de jeu indi-
quant un statut de jeu du jeu en réseau ;
moyen pour lire un contenu stocké d’un moyen
(70c) de stockage de conditions pour stocker
une pluralité de conditions de statut de jeu liés
au statut de jeu ;
moyen (76) de jugement de condition, pour ju-
ger, en fonction des données de statut de jeu
stockées dans le moyen (70b) de stockage de
données de statut de jeu, si le statut de jeu sa-
tisfait à chacune de la pluralité de conditions de
statut de jeu stockées dans le moyen (70c) de
stockage de conditions ;
moyen (74) de jugement de terminaison a mi-
chemin, pour juger si la compétition est terminée
à mi-chemin au cours de la compétition, sachant
que l’on juge si l’utilisateur a volontairement dé-
branché une alimentation électrique ou une con-
nexion de communication du dispositif de jeu
(30) pendant la compétition, en se basant sur le
résultat de jugement à propos de la question de
savoir si chacun de la pluralité de standards de
jugement est satisfait à la fin de la compétition,
sachant qu’un total de points corrélé avec les
standards de jugement parmi la pluralité de
standards de jugements qui sont jugés satisfaits
au moment de la terminaison de la compétition
est acquis, et que le total de points est comparé
avec un résultat de référence prédéterminé, de
manière à juger si l’utilisateur a volontairement
débranché une alimentation électrique ou une
connexion de communication du dispositif de
jeu (30) pendant la compétition, sachant que
chacun de la pluralité de standards est établi
avec une pondération ; et
moyen (74) d’exécution de processus prédéter-
miné, pour exécuter, au cas où la compétition
est terminée à mi-chemin au cours de la com-
pétition, un processus prédéterminé basé sur
un résultat de jugement à propos de la question
de savoir si le statut de jeu au moment de la
terminaison à mi-chemin au cours de la compé-
tition satisfait à chacune de la pluralité de con-
ditions de statut de jeu stockées dans le moyen
(70c) de stockage de conditions, le processus
prédéterminé comprenant au moins un proces-
sus des suivants : un processus de sortie d’un
message prédéterminé à l’utilisateur ; un pro-
cessus pour limiter la compétition par l’utilisa-
teur, et un processus pour accroître le nombre
de pertes de l’utilisateur.

10. Un moyen de stockage d’information lisible par or-

dinateur, qui stocke un programme amenant un or-
dinateur à fonctionner comme système de jeu en
réseau (10) qui exécute un jeu en réseau, dans le-
quel une pluralité d’utilisateurs sont en compétition
via un réseau de communication (12), et le program-
me amenant en outre l’ordinateur à fonctionner
comme :

moyen pour lire un contenu stocké d’un moyen
(70b) de stockage de données de statut de jeu,
pour stocker des données de statut de jeu indi-
quant un statut de jeu du jeu en réseau ;
moyen pour lire un contenu stocké d’un moyen
(70c) de stockage de conditions pour stocker
une pluralité de conditions de statut de jeu liés
au statut de jeu ;
moyen (76) de jugement de condition, pour ju-
ger, en fonction des données de statut de jeu
stockées dans le moyen (70b) de stockage de
données de statut de jeu, si le statut de jeu sa-
tisfait à chacune de la pluralité de conditions de
statut de jeu stockées dans le moyen (70c) de
stockage de conditions ;
moyen (74) de jugement de terminaison a mi-
chemin, pour juger si la compétition est terminée
à mi-chemin au cours de la compétition, sachant
que l’on juge si l’utilisateur a volontairement dé-
branché une alimentation électrique ou une con-
nexion de communication du dispositif de jeu
(30) pendant la compétition, en se basant sur le
résultat de jugement à propos de la question de
savoir si chacun de la pluralité de standards de
jugement est satisfait à la fin de la compétition,
sachant qu’un total de points corrélé avec les
standards de jugement parmi la pluralité de
standards de jugements qui sont jugés satisfaits
au moment de la terminaison de la compétition
est acquis, et que le total de points est comparé
avec un résultat de référence prédéterminé, de
manière à juger si l’utilisateur a volontairement
débranché une alimentation électrique ou une
connexion de communication du dispositif de
jeu (30) pendant la compétition, sachant que-
chacun de la pluralité de standards est établi
avec une pondération ; et
moyen (74) d’exécution de processus prédéter-
miné, pour exécuter, au cas où la compétition
est terminée à mi-chemin au cours de la com-
pétition, un processus prédéterminé basé sur
un résultat de jugement à propos de la question
de savoir si le statut de jeu au moment de la
terminaison à mi-chemin au cours de la compé-
tition satisfait à chacune de la pluralité de con-
ditions de statut de jeu stockées dans le moyen
(70c) de stockage de conditions, le processus
prédéterminé comprenant au moins un proces-
sus des suivants : un processus de sortie d’un
message prédéterminé à l’utilisateur ; un pro-
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cessus pour limiter la compétition par l’utilisa-
teur, et un processus pour accroître le nombre
de pertes de l’utilisateur.
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